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ktfoduction to the Characters 

Valkyrie 

Class:— 

Weapon: Swords, Bows 

One of three Goddesses of Fate whose 
role it is to decide a person s fate after 
death. A midlevel goddess of the sixth 
rank, her true name is Lenneth Valkyrie. 





Easy 

Normal 

Hard 

LV 

1 

1 

1 

DME 

1,000 

1,000 

1,000 

5TR 

15 

IS 

IS 1 

WKL 

10 

10 

10 J 

ACL 

10 

10 

10 

DEX 

5 

5 

s 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 


I Normal Attacks 


J 


\oii; 

In the following attack statistics, a dash (—) indicates 
that the enemy is not moved. Directional arrows indicate 
that the enemy is moved in the direction of the arrow. 


Valkyrie’S Sword Attacks 
Bolt Slash Moment Slide 

Hits: 1 Hits: 1 

Direction: 4- Direction: t 

Gauge: 25 Gauge: 15 

Valkyrie’S Bow Attacks 
Spread Shot Tri-Blast 

Hits: 2 Hits: 3 

Direction: —,t Direction: — 
Gauge: 20=(10 x 2) Gauge: 9=(3 x 3) 


Vertical Raid 

Hits: 2 
Direction: 

Gauge: 24=(12 x 2) 


Infinity Blast 

Hits: 4 
Direction: — 
Gauge: 24= (6 x 4) 



Special Attacks 



Version 2 Version 3 

9 10 

59=(7 X 5) + (6 X 4) 6S=(7 x 5) + (6 x 5) 

4 4 


Nibelung Valesti 
Sword Version 


Version 1 

Hits 8 

Gauge 53=(7 x 5) + (6 x 3) 
CT 4 

Bow Version 


Version 1 Version 2 Version 3 

Hits 12 n 14 

Gauge 84=(7 x 8) + 10 + (6 x 3) 90 =(7 x 8) + 10 + (6 x 4) 96=(7 x 8)+ 10+ (6 x 5} 
CT 4 4 T 




Whether by choice or ^ 
fate, the power of 
the Dragon Gem. 

enables Aelia to transform into a dragon. 
However, she doesn’t realize that such shape- 
shifting, a form of Necromancy, robs her of her 
own identity. 


Starting Statistics 



Easy 

Normal 

Hard 

LV 

— 

12 

1 

DME 

— 

6,194 

1,400 

STR 

— 

63 

10 

iNT^ 

— 

130 

20 

ACL 

— 

SO 

s' 

DEX 

— 

49 

IS 



ojojoj. eniN:. com 





























Resistance 
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Fire Ice Lightning Poison Holy Darkness 

Final Blast 



Hits: 8 1 

Gauge: 80=(10 X 8) J 


Normal Attacks J 



Rounclkick Sonic Edge 

Hits: 2 Hits: 1 

Direction: <-,t Direction: 4- 

Gauge: 6=(3 x 2) Gauge: 9=(3 x 3) 


Si)inning Edge 

Hits: 3 

Direction: 4-,4',4- 
Gauge: 24=(8 X 3) 




Special Attack 


J 


Drc^aded Dragon 

Hits: 1 
Gauge: 45 
CT: 3 





Arngrim 


Class: Heavy Knight/Mercenary 
Weapon: Two-handed Swords, Swords^ 

A mercenary from the Artolia region, 
blessed with a true warriors prowess 
and a good measure of luck. Amgrim’s 
swordfighting technique is unmatched. 

In battle, he fights as if he were demon 
possessed, slicing through foes like a 
scythe through ripe wheat. 


Starting Statistics 



Special Attack 



Badrach 


Class: Archer/Thief 
Weapon: Bows 

A thief who works alone, having refused 
to enter the Thieves Guild. His power is 
unquestionable, but his unique ability to 
make enemies makes him unpopular. 

He has a notorious weakness for 
women and drink. 


Starting Statistics 




Easy 

Normal 

Hard 

LV 1 1 1 

DME 

2,000 

2,000 

2,000 

5TR 

30 

30 

30 

INT 

5 

5 

S 

ACL 

'io' 

lo' 

lo' 

DEX 

3 

3 

3 

Resistance 

Fire Ice 

Lightning 

Poison Holy 

Darkness 

**** * 

*** 

** *** 

** 



Easy 

Normal 

Hard 

LV 

15 

15 

1 

DME 

5,321 

5,321 

800 

STR 

63 

63 

5 

INT 

167 

167 

1 

ACL 

92 

92 

20 

DEX 

113 

113 

35 

Resistance 

1 Fire Ice 

Lightning 

Poison Holy 

Darkness 

r ** *** 

•** 

♦* * 

**** 






" Normal Attacks 

J 


Normal Attacks 


J 


Spinning 

Back-Knuckle 

Hits: 1 
Direction: 4- 
Gauge: 15 


Wrenching 
High Wind Swing 

Hits: 1 Hits: 1 

Direction: e Direction: 4- 

Gauge: 30 Gauge: 25 


Flare Shot Fifth Way 

Hits: 1 Hits: 12 

Direction: t Direction: — 

Gauge: 15 Gauge: 1* 


Lunatic Shot 

Hits: 15 
Direction: — 
Gauge: 1* 


Gauge increases by 1 each time the attack hits the enemy. 




special Attack 


J 


Sphere Strike 

Hits: 1 
Gauge: 30 
CT:2 
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Class: Swordsman 
Weapon: Swords 

A nobleman holding a high office in Gerabellum. 
With his powers of leadership, Belenus has 
earned the loyalty of knights and commoners alike. 
He stands for fairness and justice in a corrupted 
and decadent kingdom. 


Starting Statistics 



Easy 

Normal 

Hard 

LV 

3 

3 

1 

DME 

1,575 

1,575 

1,500 

STR 

26 

26 

10 

INT 

29 

29 

6 

ACL 

15 

15 

10 

DFX 

10 

10 

5 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy 









Normal Attacks 


1 


First Slash Rising Slash 

Hits:! 

Direction: e 
Gauge: 15 


Piercing 
Crusade 

Hits: 2 Hits: 2 

Direction: t,t Direction: <-,4- 

Cauge: 24=(12 x 2) Gauge: 20=(10 x 2) 


Starting Statistics 

Easy 


LV — — 

DME — — 

STR — — 

p/r. _ 

30 

32,817 

266 

521 

ACL — — 

130 

DEX — — 

121 

Resistance 

Fire Ice Lightning Poison 

Holy Darkness 

*» *** •* 



' Normal Attacks J 


Bloody 

Knuckl< 

Hits: 1 
Direction: x 
Gauge: 30 


Deadly Raid 

Hits: 2 
Direction: 

Gauge: 30=(15 x 2) 


Immortal 

Blow 

Hits: 3 
Direction: 

Gauge: 30=(10 x 3) 


Special Attack 


J 


Bloody Curse 

Hits: 17 

Gauge: 42-(3 x 8) + 
(2x9) 

CT: 2 


\OIK 

After completing the game in Hard mode, you can recruit Brahms 
while you're in the Seraphic Cate if you collect the Flame Jewels. 
You may use this character only in that dungeon, however. 































Resistance 

Fire Ice Lightning Poison Holy Darkness 


Normal Attacks 


f Special 


Attack 





Class: Heavy Knight/Adventurer 
Weapon: Two-handed Swords, Swords 

Nothing is known about this man of 
mystery. After being saved by Lemia 
according to the ritual of Soul Transfer, 
he tried to save her by the same law, but 
his prayers went unanswered and his 
soul was set free. 


Starting Statistics 


1 


Thunder 

Critical Flare Aerial Burst Sword 

Hits: 9 Hits: 3 Hits: S 

Direction: 4- Direction: Direction: 4- 

Gauge: 36=(4 X 9) Gauge: 21=(7 x 3) Gauge: S0=(10 x 5) 


J 


Ether Strike 

Hits: 1 
Gauge: 10 
CT:6 


\oii: 

If you complete the game in Hard mode and collect the 
Flame Jewels, Freya makes an appearance in the Seraphic 
Cate. Defeat her and you may use her in that dungeon. 







Normal Attacks 


Razor Edge Mortal Razor Energy Cannon 

Hits: 1 Hits: 1 Hits: 3 

Direction: 4- Direction: t Direction: 4-,— 

Gauge: 15 Gauge: 25 Gauge: 15=(5 x 3) 




Special Attack 


Icicle Disaster 

Hits: 8 

Gauge: 58=8 + 

(5x6) + 20 

CT: 2 





Janus 


Class: Archer 
Weapon: Bows 

A knight of Crell Monferaigne, he was 
chosen to perform an assassination due to 
his skill. When it went public, he sacrificed 
himself rather than betray his country, but his 
compatriots regarded his sacrifice with contempt. 


Starting Statistics 




Easy 

Normal 

Hard ^ 

LV 

7 

7 

1 

DME 

1,731 

1,731 

800 

5TR 

37 

37 

10 

HI. 

68 


,6 

ACL 

36 

36 

10 

DEX 

36 

36 

10 

i Resistance 

' Fire Ice 

Lightning 

Poison 

Holy Darkness 

** *** 

* 

**** 

*•* ** 



Easy 

Normal 

Hard 

LV 

16 

16 

1 

DME 

7,792 

7,792 

1,000 

5TR 

121 

121 

10 

iir 

200 

200 

2s 

ACL 

70 

70 

8 

DEX 

63 

63 

8 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 

•* *** 

• 


*** ** 



Normal Attacks 


1 


Diseased 

Needle Tri-Stinger 

Hits: 2 Hits: 3 

Direction: — Direction: — 

Gauge: 2=(1 x 2) Gauge: 3=(1 x 3) 


Restrain Flame 

Hits: 1 
Direction: t 
Gauge: 50 
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Special Attack 


J 


Guilty Break 

Hits: 9 

Gauge: 72=(8 x 9) 

CT: 2 

"'jayle 

Class: Swordsman/Knight 
Weapon: Swords 


To join the knighthood, Jayte disguised 
herself as a man. But what terrible 
secret would drive a gentlewoman to 
such an action? Perhaps she seeks 
revenge against some knight.... 


Starting Statistics 



Easy 

Normal 

LV 

15 

15 

DME 

7,954 

7,954 

5TR 

114 

114 

i/r 

176 

176 

ACL 

55 

55 

DEX 

55 

55 



Resistance 

Fire Ice Lightning Poison Holy Darkness 



Normal Attacks 


J 


Gleam Charge Round Dance Hind Edge 

Hits: 1 Hits: 1 Hits: 1 

Direction: 4- Direction: t Direction: 

Gauge: 25 Gauge: 15 Gauge: 10 


{ Special Attack 

Eternal Raid 

Hits: 7 

Gauge: 56=(8 x 7) 

CT:4 





Class: Samurai 
Weapon: Katanas, Swords 


A young man from the land ofYamato, 
Jun wields two swords with a style all his 
own. Jun’s goal is to find a miracle drug 
that will cure his beloved sister. 


Ai, of blindness. His life is 
devoted solely to his sister, whom 
he cherishes. 


Starting Statistics 



Easy 

Normal 

Hard 

LV 

10 

10 

1 

DME 

4,793 

4,793 

1,300 

STR 

81 

81 

8 \ 


109 

109 

.3 ! 

ACL 

64 

64 

20 

DEX 

57 

57 

25 

Resistance 

Fire ice 

Lightning 

Poison 

Holy Darkness 

*** ** 

**** 

* 



Normal Attacks 


Senko-zan Koei-zan 

Hits: 2 Hits: 1 

Direction: 4-,t Direction: 4 

Gauge: 10=(5 x 2) Gauge: 5 


So-enbu 

Hits: 2 

Direction: 4",4- 
Gauge: 24=(12 x 2) 




Special Attack 


Senko-jin 

Hits: 15 

Gauge: 30=(2 x 15) 
CT: 2 



f^^^Kashell 


Class: Heavy Knight/Adventurer 
Weapon: Two-handed Swords, Swords 

Disdaining all profit and personal gain, he travels 
the land in search of adventure. He wields an 
enormous sword to prepare for his meeting with a 
certain person. He shows no disdain toward those 
who fight for their ideals. 


wivGu. eniDc. com 
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Starting Statistics 


Easy 

Normal 

Hard 

IM — 

4 

1 

DME — 

2,273 

2,000 

ISTR - 

49 

10 


6S _ 1 

ACL — 

20 

10 

DEX — 

12 

5 

Resistance 

Fire ice Lightning 

Poison 

Holy Darkness 

«*. * *** 

.* 

... ** 




Normal Attacks 


J 


Low Swin^ Beast Tackle Air Pressure 

Hits: 1 Hits: 2 Hits: 1 

Direction: t Direction: Direction: R 

Gauge: 10 Gauge: 30=(15 x 2) Gauge: 15 


Special 


Attack 


1 


Flashing Black’ 

Hits: 3 

Gauge: 69=(23 x 3) 
CT: 5 



Ciass: Spearman/Knight 
Weapon: Poie Arms 

A young soldier from Artolia following in 
footsteps of his knightly father. From a 
noble lineage, Lawfer had to 
combat the expectations of 
others and struggle to compete 
with the more skilled 
Arngrim. 


Starting Statistics 



Easy 

Normal 

Hard 

LV 

— 

3 

1 

DME 

— 

1,622 

1,500 

STR 

_ 

22 

10 

maammsmmm 

" 26, 


ACL 

— 

17 

10 

DEX 

— 

10 

5 


Resistance 

Fire Ice Lightning 


Poison Hoiy Darkness 




Normal Attacks 


J 


Smash Axe Prisoner Fang Triple Thrust 

Hits: 1 Hits: 1 Hits: 3 

Direction: 4- Direction: 4 Direction: x,4-,x 

Gauge: 24 Gauge: 30 


Gauge: 30=(10 x 3) 


p 43^ Special 


Attack 


J 


Justice Stream 

Hits: 10 

Gauge: 25=(2 x 5) + 
(3x5) 

CT: 2 



f ^^*^Llewelyn 

Ciass: Archer/Soidier 
Weapon: Bows 


A gentle young man from Crell Monferaigne 
pressed into military service by his fanatical 
and self-righteous country. It’s tragic that such 
a peaceful soul should be sent to his death on 
the field of battle. 


Starting Statistics 




Easy 

Normal 

Hard 

LV 

2 

2 

1 

[dme 

739 

739 

700 1 

srR 

IS 

IS 

10 \ 

! INT 

18 

18 


ACL 

15 

15 

10 

' DEX 

10 

10 

5 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 



•• 







Normal Attacks J 


First Shot 

Hits: 1 

Direction: — 
Gauge: 5 


TV\ in Shot 

Hits: 2 

Direction: —,— 
Gauge: 10=(5 x 2) 


Aiming Wisp 

Hits: 3 
Direction: 

Gauge: 15=(5 x 3) 


1 
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Special Attack 


l.ayer Storm 

Hits: 20 

Gauge: 100=(5 x 20) 
CT: 2 


Lucian 


Starting Statistics 



Easy 

Normal 

Hard 

LV 

— 

12 

1 

DME 


4,707 

1,000 

STR 


99 . 

10 . ■ : 





ACL 

_ 

51 

8 

DEX 

_ 

42 

8 

Resistance | 

Fire Ice 

Lightning 

Poison 

Holy Darkness 

*** ** 


* 

** *** 


Resistance 

Fire Ice Lightning Poison 


Holy Darkness 


Normal Attacks 


Normal Attacks 


Shisen 

Hits: 1 
Direction: 4- 
Gauge: 25 


Hyo-rappct 

Hits: 1 
Direction: 4- 
Gauge: 10 


Yastia-iichi 

Hits: 2 

Direction: 4,4 
Gauge: 16=(8 x 2) 


C 




Special Attack 


Hyoso-hojiii 


Class: Swordsman 
Weapon: Swords 


A young man from a poor village in the 
Villnore Region. Haunted for years by the 
tragic death of his childhood girlfriend, he 
sees traces of her in the Valkyrie. Strong in 
battle, he nevertheless lacks the true spirit 
of a hero. 


Starting Statistics 

I 




Class: Samurai 
Weapon: Katanas, Swords 


A young member of the 100 Demons 
warrior troop, Suo was once a cruel and 
merciless slayer, wielding his massive 
No-dachi for his own justice. But he's 
found a deeper sense of justice within 
the group. 


Air Slasli SlarUirig Blow Shining Bolt 

Hits: 1 Hits: 1 Hits: 12 

Direction: t Direction: R Direction: — 

Gauge: 25 Gauge: 15 Gauge: 36=(3 x 12) 


Hits: 6 

Gauge: 48=(8 x 6) 
CT: 3 





Special 


Attack 


Round Hip 
Saber 

Hits: 5 

Gauge: 40=(8 x 5) 
CT: 3 


Class: Wizard/Offlcer 
Weapon: Scepters 

A sorcerer in the employ of the Villnore 
Army. Crafty and ambitious, Gandar's 
path to power is lined with corpses. He’s 
a classic villain in every sense, and his 
power is unrivaled. He prides himself in 
having never lost a battle. 


Gandar 

































Starting Statistics 



Easy 

Normal 

Hard 

LV 

— 

24 

1 

DME 

— 

12,036 

1,300 

STR 

_ 

66 

8 

INT 

_ 

463 

80 i 

ACL 

_ 

68 

2 

DEX 

_ 

81 

5 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 





I I 'im 

Lezard Valeth 


Class: Sorcerer/Necromancer 
Weapon: Scepters 

An accomplished Alchemist and 
of the dark art of Necromancy. Behind 
his placid facade lies a mad genius who 
believes others are merely pawns he 
may move around on his personal 
chessboard. 




Starting Spells 


J 


Fire Lance 
Poison Blow 


Prismatic Missile 
Sap Guard 


Shadow Servant 
Shield Critical 




Jelanda 


Class: Sorceress/Princess 
Weapon: Scepters 

First Princess of Artolia. Behind her pure, 
sweet image lies a pampered princess with 
a heart of steel and a razor-sharp tongue. 


Starting Statistics 




Easy 

Normal 

Hard 

LV 111 

DME 

300 

300 

300 

STR 

2 

2 

2 

INT 

IS 

15 

15 _; 

ACL 

20 

20 

20 

DEX 

3 

3 

3 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 

• **** 

•* 




r starling Spells 


J 


Fire Storm 
Heal 


Starting Statistics 

Easy Normal Hard 

LV _ _ 30 

DMf — — 21,296 

STR ^ — 97 

mr - - S64 

ACL — — 101 

DEX ^ — 98 

Resistance 

Fire Ice Lightning Poison Holy Darkness 


Starting Spells 


1 


Dark Savior Mystic Cross Reflect Sorcery 

Fire Lance Poison Blow Shield Critical 

Guard Reinforce Prismatic Missile Stone Torch 
Invoke Feather 


Mri'i: 

After completing the game in Hard mode, you have an 
opportunity to recruit Lezard Valeth in the Seraphic 
Cate if you collect the Flame Jewels. You may use him 
only within the confines of that dungeon. 




Lorenta 


Class: Sorceress/Teacher 
Weapon: Scepters 

Headmistress of the Flenceburg Sorcery 
Academy. Lorenta is as intelligent and 
refined as she is popular, but she had trouble 
with her pupils: one of them killed her. 
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PROFILE 


Starting Statistics 

Easy 




Normal 


Hard 


LV 

DME 

STR 

INT 

— 12 

— 2,048 

— 27 

— 211 

1 

300 

m 

26 i 

ACL 

— 37 

2 

DEX 

— 39 

3 

Resistance 

Fire Ice 

Lightning Poison 

Holy Darkness 

* 

*« *** 

•* 



Starting Spells 

) 

Fire Lance 

Invoke Feather 

Sap Guard 

Heal 

Mystic Cross 


Lyseria 


Class: Sorceress/Seeress 
Weapon: Scepters 

A woman born with the power of prophecy. 
It’s rumored Lyseria descends from the Vanir 
goddess Mimir. She despises her own power 
and has sealed it away within herself 


Starting Statistics 

Easy Normal 

LV — — 

DME — — 

STR — — 

INT - 

ACL — — 

DEX - - 


Resistance 

Fire Ice Lightning Poison Holy Darkness 


Starting Spells 


J 


Guard Reinforce Might Reinforce Sacred Javelin 

Invoke Feather Mystic Cross 


Lyseria is sealed up in the Boss Chamber of the Arkdain 
Ruins. In Hard mode, Odin requests that you free her and 
implore her to join your party. 



I^^Mystina 

Class: Sorceress/Researcher 
Weapon: Scepters 


After graduating at the head of her class at 
the Flenceburg Sorcery Academy, Mystina 
worked there as a researcher. .4 perfectionist 
who hates to lose, she admits to being a 
narcissist with poor powers of self-analysis. 


Starting Statistics 




Easy 

Normai 

Hard 

LV 

— 

75 

7 

DME 

— 

4,000 

300 

STR 

— 

51 

10 

INT 

_ 

266 

SO 

ACL 

_ 

SO 

10 

DEX 

_ 

57 

10 

Resistance 

Fire Ice 

Lightning 

Poison 

Holy Darkness 


.** 

•• 

* .... 




Starting Spells 


i Dark Savior Normalize 

i Mystic Cross Sacred Javelin 


Sap Guard 


If you don t defeat Lezard Valeth in the Tower of Lezard 
Valeth in Chapter 4 (Normal and Hard modes only), 
Mystina won t appear in Chapter 5. 



Nanami 


Class: Sorceress/Maiden 
Weapon: Scepters 

After both her parents died, a Shinto priest 
adopted Nanami and chose her to inherit 
shrine duties. Her upbringing left her honest 
and self-sacrificing, but also fatalistic and 
resigned to the vicissitudes of fate. 
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Starting Statistics 




starting Spells 


Heal Guard Reinforce 

Invoke Feather Might Reinforce 


Normalize 
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Starting Statistics 



Easy 

Normal 

LV 

3 

3 

DME 

454 

454 

STR 

12 

12 

INT 

SQ 

50 

ACL 

12 

12 

DEX 

10 

10 

Resistance 

Fire Ice 

Lightning 

Poison 


Hard 

1 

300 

5 

10 

16 

5 


Holy Darkness 


Starting Spells 


A maiden of the Mermaid people, Yiimei 
can assume human form at will. Raised 
to be wary of others, she nevertheless 
tries always to appear cheerful. Hers is 
a sad and tragic life. 


Fire Storm Lightning Bolt Normalize 


Shiho 


Resistance 


Class: Sorceress 


Weapon: Scepters 


Class: Sorceress/Song Maiden 
Weapon: Scepters 


Raised to be a Song Maiden and 
bring courage to warriors on the 
battlefield, her human emotions 
withered away. But the cries and 
suffering of the people brought about 
a change in her. 


1 

300 

5 

16 

10 

5 




Starting Statistics 


Easy 

LV 

4 

DME 

477 

STR 

14 

m 


' ACL 

16 

! DEX 

14 


Normal 

4 

477 

14 

65 

16 

14 


Starting Spells 


Frigid Damsel Icicle Edge Stone Torch 


Resistance 

Fire Ice Lightning Poison Holy Darkness 


Fire Ice Lightning Poison Holy Darkness 


INTRODUCTION TO THE CHARACTERS 




































Game and Battle System 


Within the world of Mid^iard, as the Battle-Maiden 
\’alk> rie, it is your task to recruit the souls of the 
recently departed and prepare them to \'aliantly 
fijjht for the forces of Odin in Asgard. Within the 
^*aine, there are many different modes of play, 
including traveling on the World Map; viewing the 
events that transpire in towns and cities where 
>'ou acquire hanherjar; and exploring dungeons, 
castles, and such to rid Midgard of evils that have 
spread across the lands. Bach of these modes, as 
well as the game’s Battle S\stem, is explained here. 



Display a map of Midgard 
by pressing Press (sOn] 
again to enlarge the map; 
press it a third time to hide 
the map completely. 



Basic Moves 



Controlling Valkyrie varies based on where you are. There 
are three basic modes of control: World Map, 2D map 
(exploring a city, town, dungeon, castle, etc.) and Battle. 
Each of the modes is discussed below. 





Press to invoke a 
Spiritual Concentration, 
locating the souls of those 
I close to death as well as 
I other areas of unrest in the 
land below. After the con- 
I centration takes place, a 
map shows the relative 
location of the area where events are waiting to transpire. 


^ While on the World Map, 

I V^alkyrie can fly around 
using #. Direction is con- 
I trolled using the directional 
pad or left analog stick. 

I The ■ button allows you to 
I turn forward, backward, 

I left, or right without taking 
I a step when used in 
conjunction with the directional pad or left analog stick. 



Display the Camp menu by 
pressing A. From this 
screen you can acquire 
items through divine inter¬ 
vention, learn skills, alter 
an Einherjar’s traits, or 
equip your warriors prior 
to sending them to events. 
(See (]amp menu for more information.) 



The successful use of Spiritual Concentration expends 
two periods of time within a given chapter. If 
Spiritual Concentration fails to bring up a new city or 
dungeon to visit, then the act costs you nothing. 


Exploring Caves, 
Dungeons, etc. 



When exploring dungeons, 
use the directional pad to 
move Valkyrie about. 

Dash by tapping either left 
or right twice or by pushing 
the left analog stick farther 
in the appropriate direction. 
Pushing up/down allows 
the Battle-Maiden to climb 
ladders or crouch down to examine an object. 

Pressing X serves multiple purposes, including: convers¬ 
ing with townsfolk, brandishing your sword (while in dun¬ 
geons only), pushing/pulling or lifting objects, and opening 
treasure chests (while crouching). 
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Press ■ to cause Valkyrie to create and fire a cr\'stal 
(see The Use of Crystals). 

brings up a mini map while exploring dungeons. 

While on this screen, the other controller buttons can be 
used to rotate, zoom, and display the map information in a 
variety of ways. 


When exploring cities, or during any other occasion 
I where Valkyrie switches into her "Midgard" costume, 
Valkyrie's actions are limited to walking, running, 
jumping, and conversing with the other characters. 




In Battle 


J 


k When the Battle-Maiden 
I engages in combat with a 
J roaming monster or the 
boss of a dungeon, the 
screen changes and turn- 
based combat ensues. A, 

• , and X correspond to 
acting with the characters 
9 in the upper, forward, bot¬ 
tom, and rear positions respectively. 

Additionally, mini) displays the Battle menu, allowing a 
character to perform actions such as using or equipping 
an item, using magic, or fleeing the battle. See Basic Battle 
Techniques for more detailed information. 





Camp Menu 
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Within the Gamp menu, 
the default assignments for 
the buttons are as follows: 


X; confirm a selection 
• : cancel a selection 

A; display a detailed description (also used in conjunction with ■) 
m)/®; scroll forward/backward on screens with multiple lists 
^>; rest for a number of periods 


Skill r Umi S«' Up Tuiij 
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active members in the 
party, you are presented 
with a window that allows 
you to Learn and Set Up 
skills as well as to adjust 
the traits of an individual. 
With the experience points 
gained from battle and 
those dispensed through 


the Experience Orb, the characters progress through levels. 
When a character gains an experience level, he or she 
receives a set number of points that can be used to learn 
new abilities or improve existing ones. Most skills have 
eight levels of proficiency, although some skills only have a 
single level. 


I Skill .mi. A 
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Learn 

Skills are broken down 
into four categories: 
Reaction, Support, Attack, 
and Status. Reaction skills 
are those that the character 
performs automatically, 
such as applying First Aid 
or recovering from a 


critical blow through the use of Guts. The higher the level 
of proficiency for a skill, the more effective that character 
will be at using it. Up to two Reaction skills can be set for 
each character on the Set Up screen. 

Support and Attack skills allow the characters to perform 
abilities in addition to their normal attacks, such as adding 
additional damage or countering against an enemy’s attack. 
Many of these skills only have one level. Some skills are 
only available based on the ty pe of weapon that the character 
has equipped. 

Status skills are the abilities that define the character. 
Many of these skills increase the various traits such as 
Intelligence, Dexterity, and Agility. In addition, some of the 
Status skills enhance the character’s ability to inflict damage 
or defend against magic/physical attacks. When sending 
Einherjar to Asgard, tr>' to “max out” the Status skills that 
Frey a has requested the heroes to possess. 


I 
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t l«Kn »M» T,^ir\ Set Up 

From this menu, you can 
apply the skills that your 
Einherjar have learned. A 
maximum of two Reaction 
skills, and one each of 
the Support and Attack 
skills can be set for each 
character. The Auto Item 

Reaction skill has an additional set of parameters that 
allows you to set the priority associated with the support 
items. The higher priority you set for an item, the more 
likely that item will be used when the skill Auto Item 
is activated. 
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TYclitS 

The combination of traits 
that characters possess 
determines their Hero 
Value. All positive-based 
traits can be adjusted to 
eighth rank while negative- 
based traits vary. With each 
level increase, the character’s 


Hero Value increases. It is a good idea to start by 
concentrating on the traits that increase or reduce Hero 
Value bv a large amount with each level. 



J 


Items can be used by the 
individuals in your party, 
transmuted into other 
objects (refer to the apjHjndix 
section regarding 
Transmuting Items), 
or converted into 
Materialize points. 


1 


This option allows you to 
use your Materialize points | 
to “purchase” items, 
weapons, and armor. 

As you advance through 
the game, more objects 
become available to you. 






1 


The Party menu allows 
you to form your “active” 
party by selecting from all 
of the Einherjar that you 
have recruited so far. 
Although Valkyrie must 
always be present within 
the party, you can change 
her position. In addition, 
you can raise the experience level of characters by dividing 
up the experience that you have received from triggering 
events within dungeons. The number displayed in the 
“After” column for each character represents the number 
of experience points required to advance to the next level. 

The Practice option (only accessible from within a dungeon), 
allows you to create a party and practice combination 
attacks on enemies. Although you cannot inflict any 
damage, your characters won’t receive any either. Use this 
mcxle to determine which characters complement each other. 



This option allows you to 
view, by character, the 
abilities that they possess. 
The number of normal 
attacks that appear are 
dependent on the weapon 
equipped. Additionally, you 
can change the Primary 
Spell for your sorcerers 


from the list of those spells currently learned. 


A sorcerer can possess the knowledge to cast 10 dif¬ 
ferent spells at any given time. Once the maximum of ^ 
10 spells has been learned, you have to relinquish one 
of them to learn another. 
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From this window, you 
can change individual 
armaments, weapons, and 
items; choose to equip the 
character with the “best” 
available; or remove an item. 
If you want to transfer an 
item from one character to 
another, you must remove 
it from the character using it before you can equip another 
character with it. 
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At any point during a 
chapter, you may send up 
to two of your recruited 
Einherjar to Valhalla. 
Sending characters that 
match the requirements 
from Odin and Frey a gain 
you more Materialize 
points during Sacred Phase. 



Status 


J 



The Status screen allows 
you to view, at a glance, all 
of the information pertaining 
to a character. On this 
screen you can see the 
character’s statistic infor¬ 
mation, resistance informa¬ 
tion, background abilities, 
and current equipment. 


^ ^^'Coiifigure 


J 


c«ppn OiH'.ii I 


IbtMl ^ 


9«l Cj'ioIi B V 

Q *0) 

CMk wwi D»i!i frni hit* •» c* •• mI* 

f«t 4Utl« 


This option allows you to 
reconfigure the buttons on 
the controller to your liking. 
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This option allows you to 
save and load game data. 
You may load data from 
an existing game at any 
time, but you can only 
save when you are floating 
high above on the World 
Map or from the confines 
of a Memory Camp within 
a dungeon. 



srf - The Use of Crystals 


While exploring dungeons, 
castles, etc., Valkyrie can 
shoot forth an ice crystal 
by pressing ■. These 
crystals temporarily freeze 
most roaming monsters or 
form an ice block large 
enough to stand on if they 
strike a floor or wall section. 

While they are frozen, Valkyrie can push or pull enemies 
by holding X and moving in a given direction, or she can 
jump on them and use them as stepping-stones. However, 
a battle ensues if you are touching them when the icy 
prison shatters, releasing them. 


Swinging your sword 
through a crystal shatters 
it, leaving fragments you 
can pick up and place 
elsewhere. 



Shooting an existing ice block causes it to increase in 
size, while shooting it a second time explodes it into a 
shower of sparkling fragments. It is within these fragments 
that you’ll find a “hidden step” (see Advanced Techniques). 

Ice blocks can withstand Valkyrie’s weight for only short 
period of time before melting. In addition, jumping up and 
down on an ice block reduces its life span, cracking it with 
each jump. Only six small or three liu*ge ice blocks are 
allowed on a screen at any given time. Shooting another 
causes the first one to disappear. 
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Advanced Techniques 


J 


Crystal Ladders 


When you come into 
contact with an enemy 
(whether by striking it with 
your sword or physically 
touching it) you enter into 
battle. 'Fhe screen changes 
to a battlefield where your 
party and the enemies 
exchange blows in a turn- 
based combat system. However, the combat system is 
actually highly complex; you must not only equip your 
heroes with the right weapons, but attack with the proper 
characters—in the proper sequence—at the right time to 
exact the maximum amount of damage on the enemy. 

The battlefield is laid out such that the enemy always 
appears on the left side and the Valkyrie’s party on the 
right. ■, A, X, and • correspond to the actions for the 
forward, top, bottom, and rear characters respectively. In 
addition, the characters positioned in the front, upper, and 
lower positions can only attack the same positions in the 
enemy ranks unless they possess the ability to cast magic 
or fire a bow-type weapon. While this makes the battle 
system easy to understand, effectively attacking with your 
characters is another matter altogether. 

The button icons in the top-right comer of the screen 
represent the characters you control, h'lashing icons indicate 
the characters who can attack. The number next to the 
button icon represents the number of attacks that the char¬ 
acter can perform in a given round. 

At the bottom of the 
screen, each of the heroes’ 
DMK is shown. The 
number shows the current 
DMli while the line behind 
it represents the amount of 
DME relative to each 
character’s maximum. 

When a hero’s DME 
becomes low, it ehanges in color from green to yellow to red. 

Finally, underneath the DME meter is the Charge Turn 
(GT) meter. When this meter is at zero (completely empty) 
the character in question can use special attacks (see 
following) or magic. With each use of a special attack or 


com 


Form “ladders” of ice blocks by shooting one on top of 
another against a wall section. Valkyrie can jump on top of 
one and then the next, allowing you to reach platforms 
high above. In addition, shooting a large ice block while 
standing close to it causes the resulting explosion to propel 
you across a room. Use this “feature” to reach isolated 
platforms. 


I'he “Hidden Step” 

A second form of ladder 
can be created in the form 
of the “hidden step.” This 
is accomplished by shooting 
a large ice block so it 
explodes into a circle of 
showering fragments. In 
the center of this glistening 
display is a sparkling, but hidden, platform marked only by 
a tiny blue mote. When the Battle-Maiden jumps into the 
center of the explosion and onto the blue mote, she can use 
the step as a temporary stepping-stone to reach other 
platforms or create additional ladders. This “hidden step” 
slowly floats downward and lasts until it reaches the 
ground or until Valkyrie jumps off of it. 


The Battlefield 


;asic Battle Techniques 
















magic, this meter fills up and then slowly eounts back 4 

down. A character cannot use a special attack and/or 
magic until the meter reaches zero again. 



TIP 

When the enemy you are attacking has suffered an 
abnormality such as Faint, Frozen, or Stoned, it may 
be better to end the turn early. This allows you to 
attack with all your characters without having to 
break through the enemy's guard first. 

In addition, you then have a much better chance 
of filling the Special Attack Gauge when attacking 
with all your characters so you can pull off a Big 
Magic attack. 


Battle Menu 

Press to bring up the 
Battle menu. From this 
menu, you can select the 
following options: 



Reorder: Allows you to shuffle the positions of your 
characters within battle. However, it uses up the attacks 
for both of the party members affected by the move. 

Flee: Attempt to retreat from the battle when things aren’t 
going very well. There is only a 70 percent chance of 
success (based on the enemy’s speed rating). 

Attack Abilities and Combos J 

The number of attacks that a character may perform is 
dependent on the following factors. First is what weapon 
they wield. Many weapons, such as the Striking-Sword, 
while capable of exacting a large amount of damage, allow 
the character to attack only once per round. Other weapons, 
although limited in the amount of damage they can inflict, 
can allow a hero to attack up to three times per round. 

Combos are performed 
when you attack with your 
heroes in close succession 
and the enemy can’t 
recover from the first 
attack before the next one 
commences. (]Iombos can 
be performed by a single 
hero who can attack 
multiple times in the same round or by attacks from 
multiple characters. 





End Turn: Ends your current turn, regardless of the 
number of characters that still have attacks remaining. It’s 
a valuable option when the enemy has cast Reflect 
Sorcery and only your sorcerers have attacks remaining. 
Use Item: Allows a character that can attack to use 
one of the many items that the party has collected and is 
carrying with them. After selecting the item, select the 
character you wish to use it. Using an item uses up the 
character’s turn. 

Equip: Allows a character to substitute his or her current 
weapon for another that the party is carrying, or in the 
case where a hero’s weapon is broken, to equip a new 
weapon. Equipping a weapon uses that character’s turn for 
the round. 

Magic: Allows your spell casters to perform arts other 
than the ones selected as their primary skills. Casting 
spells through this option allows you to target multiple 
enemies (if the spell permits) instead of the single foe that 
a normal attack would target. This option allows your 
spell casters to cast healing magic. 


Early in the game, most of the enemies that you face can 
be attacked directly without any thought. However, as you 
progress through the game, more of the creatures that 
you face can guard against these straightforward types 
of attacks. 

To use a Cuard Crush 
to break through this 
guard, you must know and 
use your heroes’ abilities 
to your advantage. The 
most effective way to per¬ 
form a Guard Crush is 
through the use of a 

_ “feint.” Lead with a char¬ 
acter that attacks one por¬ 
tion of the enemy (high, medium, or low) and then imme¬ 
diately attack with another character whose attack strikes 
a different portion and (this is the key) will reach the 
enemy before the first character’s attack. 


• .■> 
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Certain combinations of attacks can cause the creatures 
that you are battling to drop items such as treasure chests, 
magic cry stals, or purple gems. 

After falling, the purple gems are attracted to the player’s 
part>' members and absorbed by the characters. For each 


enemies can guard 
against normal and combi¬ 
nation attacks with what is 
called a Combo Guard. 
Break down this line of 
defense either by perform¬ 
ing an attack that propels 
the enemy into the air, or 
by having a sorcerer 
character cast a magic spell or use a skill such as Wait 
Reaction, in which the sorcerer’s familiar attacks the 
enemy. Although the enemy seems to guard against 
straightforward physical attacks, these attacks can slip 
past, temporarily defeating their guard. 




'urify Weird Soul 


When the Special Attack 
I Gauge reaches 100, the 
I characters that were 
instrumental in raising the 
counter can perform special 
attacks. At the end of 
an attack (or combo), a 
message displays on the 
I screen along with flashing 
button icons for those 

heroes who are able to perform a special attack. The rapidly 
shrinking green bar that appears below the message repre¬ 
sents the amount of time you have left to make a character 
selection. Failing to select a character before the bar disap¬ 
pears negates the ability to initiate a special attack. 

Unlike normal hits, the enemy cannot block special 
attacks. After you select a hero, an animation begins as the 
character delivers his or her signature form of punishment. 
Once the attack is complete, if the Special Attack Gauge 
has been refilled back to 100 again, the remaining characters 
can perform their own special attacks. By chaining together 
special attacks, in the right order, all four of your heroes 
can perform a special attack on a single enemy. 


If a hero's CT gauge is not at zero, a character can't 
perform a special attack, regardless of whether he 
or she helped in raising the Speciai Attack Gauge. 


Choosing Your Weapon 


As you progress through the game, in addition to the 
weapons that you find in the treasure chests, you can 
obtain items from the gods by expending your Materialize 
points. “Purchasing” items is accomplished by using the 
Divine Item option on the Oamp screen. 

New weapons, armor, and items become available to you 
with each new chapter you begin. With each new, even- 
numbered chapter that starts, your party can select from 
new armor as well as one new elemental-based weapon for 
each weapon category. Odd-numbered chapters add two 
new items for each weapon class. One inflicts great damage, 
while others can strike multiple times within a round. The 
multiple attacks that these lighter, more agile weapons 
allow your characters to execute are a good way to build 
up the Special Attack Gauge so that your characters can 
perform special attacks. 

In addition to the elemental-based weapons that you 
receive through divine intervention, some special weapons 
can only be discovered within chests found in dungeons. 
These weapons, imbued with a powerful force, can strike 
down creatures of a specific type with a single blow! 
However, they are few and far between and most of them 
can only be found in a single location. For this reason, take 
care when using such a weapon, lest it break while you are 
attacking an average beast. 

Listed in the following tables are the “special weapons” 
that can be found within the game. 

Swords Monsters Affected 

Dragon Slayer Creatures belonging to the dragon family 

Daemon Slayer Monsters not of the material plane 

Beast Slayer Creatures that are weak to beast-related attacks 


Bows 

Raven Slayer 
Mage Slayer 


Monsters Affected 

Flying creatures 
Mages and sorcerers 


Some bosses are not affected by the special properties 
of these weapons. 




Gems and Treasure Chests 


















gem that is absorbed, that character’s CT is reduced by 
one. Magic crystals and treasure chests are acquired only 
if the party defeats the monsters. In addition to the experi¬ 
ence points gained by those members who participated in 
the battle, a 5 percent bonus of this amount is then added 
for each crystal collected. The contents of treasure chests 
are revealed during the summary screen. 



Spell Casting 101 



The only characters in Valkyrie Profile who can learn 
magic spells are those of the Sorcerer class (Jelanda, 
Nanami, Yumei, Lorenta, Mystina, Shiho, Gandar, and 
Lezard Valeth). All of the sorcerers in the game come into 
your party knowing several skills. Teach them others from 
grimoires that you find in dungeons, etc. Your sorcerers 
can only learn up to 10 spells at a time and should balance 
Attack and Support skills. Don’t be afraid to be picky and 
don’t be afraid to change your spell list to take advantage 
of your enemies’ weaknesses. 


IIP 

Most monsters in any particular dungeon are weak to 
a certain type of Attack magic. Be sure to scout out 
that weakness and make changes to your sorcerers' 
spell lists to take advantage of it. 



Attack Spells 

For each of the six Elements in the game (Fire, Ice, 
Lightning, Holy, Darkness, and Poison), you’ll find two 
spells: one that targets all of the enemies and one that 
focuses on a single one. In addition, you can use these 
spells in a variety' of ways. 

First, there is the “Normal Magic Attack,’’ when you 
call up the Magic sub-screen on the Battle menu and select 
a spell to cast. This mode of casting allows you to take full 
advantage of the spell’s targeting abilities. 

Alternately, you can assign each spell caster a Primary 
Spell under the Abilities option on the Camp menu screen. 
This allows your sorcerer to cast a spell using his or her 
scepter. This permits sorcerers to participate in combo 
attacks and activate their Special attacks. The down side 
is that the Primary' Spell may be directed only toward a 
target. This strips area spells, such as Fire Storm, of the 
ability to affect all of the enemies on the field. Keep this in 
mind when assigning a spell as a sorcerer’s Primary' Spell. 

The third way that Attack spells are used is as special 
magic attacks. Sorcerers do not have an individual special 
attack like the Archer and Swordsman classes. Instead, 
a sorcerer’s Primary Spell forms the basis of his or her 
special attack. If a sorcerer has Fire Lance as a Primary 
Spell and is given the option to perform a special attack, 
then you get to see an advanced version of the Fire Lance 
spell. In addition, when equipped with special scepters, 
sorcerers can turn their Primary Spell special attack into a 
show of Big Magic. See the Big Magic section for further 
details about Big Magic spells! 






Normal Magic Attack 




Special Magic Attack 

Spell Name 

Hit 

CT 

Gauge 

Direction 

Fall 

Target 

Hit 

CT 

Gauge 

Type 

Speciai Effects 

Dark Savior 

3 

3 

5x3 

ttt 

Y 

One Enemy 

9 

6 

5x9 

Darkness 

— 

Fire Lance 

2 

3 

20x2 

4-<- 

Y 

One Enemy 

6 

6 

20x6 

Fire 

— 

Fire Storm 

1 

2 

SO 

t 

Y 

All Enemies 

3 

4 

50x3 

Fire 

— 

Frigid Damsel 

3 

S 

15x3 

ttt 

Y 

One Enemy 

9 

10 

15x9 

Ice 

Freeze 

Icicle Edge 

3 

s 

5x3 

— 

N 

All Enemies 

9 

10 

5x9 

Ice 

Freeze 

Lightning Bolt 

3 

9 

8x3 

- 

N 

All Enemies 

9 

10 

8x9 

Lightning 

- 

Mystic Cross 

4 

6 

10x4 

4-4-4-4- 

Y 

All Enemies 

12 

10 

10x12 

Holy 

— 

Poison Blow 

1 

3 

5 

ttt 

Y 

AH Enemies 

3 

6 

5x3 

Poison 

Poison 

Prismatic Missile 

5 

10 

10x5 

— 

N 

One Enemy 

15 

10 

10 X 15 

Lightning 

Poison, Freeze, 
Paralysis, Stone,!i^ 












Silence 

Sacred javelin 

S 

3 

5x5 

4-4-4-4-4- 

N 

One Enemy 

10 

6 

(5x5)+(10x5) 

Holy 

— 

Shadow Servant 

3 

5 

15x3 

ttt 

Y 

AH Enemies 

9 

10 

15x9 

Darkness 

— 

Stone Torch 

1 

3 

5 

t 

Y 

One Enemy 

3 

6 

5x3 

Poison 

Stone 
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Support Spells 


Spells that increase your party’s strength and abilities while decreasing those of the enemy are classified as Support 
spells. When determining which spells to teach your sorcerers, always balance your Attack spells with some Support 
spells. Spells such as Reflect Sorcery and Heal can be real lifesavers in many battles, while Might Reinforce and Sap 
Guard give your battle party an advantage against the enemy. 


Spell Name 

CT 

Target 

Effects 

Dampen Magic 

6 

AH Enemies 

Prevents your opponents from casting magic for S turns. Success 
depends upon the opponent's resistance and does not effect magic special 
attacks. 

Guard Reinforce 

3 

All Allies 

Multiplies an ally's RDM by I.S. It lasts for 10 rounds and can only be 

Metd 

5 

All Aliks 

cast once per battle. 

Recovm 80 pataitc^the party's maximum DME. 

invoke Feather 

5 

One Ally 

Revives characters who are unconscious and recovers 80 percent of their 
maximum HP. 

Might Reinforce 

3 

All Allies 

Multiplies an ally's ATK by 1.5. It lasts for 10 rounds and can only be 
cast once per battle. 

Normaiize 

1 

One Ally 

Cures all normal Status Anomalies. 

Reflect Sorcery 

8 

All Allies 

Causes any magic cast against the user to be reflected back against the 
spell caster. This protection lasts for 3 turns. 

Sap Guard 

i 

One Enemy 

Reduces the enemy's RDM. The amount depends upon the enemy's 
resistance and lasts for 5 turns. 

Sap Power 

1 

One Enemy 

Reduces the enemy's ATK. The amount depends upon the enemy's 
resistance and lasts for 5 turns. 

Shield Critical 

6 

All Enemies 

Seals the enemy's special attack for 3 turns. Success depends upon the 
enemy's resistance. 

Spell Reinforce 

3 

All Allies 

Multiplies an ally's Magic Power by 1.5. It lasts for 10 rounds and can 
only be cast once per battle. 



NOTE 

While the term "Hit Points" (HP) is used throughout 
this guide as a general gaming term, for the purposes 
of Valkyrie Profile, HP actually refers to DME. 
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Ma^ic 

Certain scepters allow sorcerers to cast a larger and more powerful version of their default magic special attack. We refer 
to these spells as Big Magic, because they are both big and grand in their display. These spells differ from normal magic 
special attacks in that they target all enemies on the playing field and they tend to inflict much more damage. This makes 
them the perfect accompaniment in battles against large groups of enemies who are weak to a specific type of magic. 

To perform Big Magic you must have an Attack spell set up as the caster’s Primary Spell and one of the following 


scepters equipped: 


Scepter Name 

AT 

Element Scepter 

300 

Ether Scepter 

1,600 

Infinity Rod 

880 

Unicorn's Horn 

1,300 

Wand of Apocalypse 

1,7SO 

Wand "Mystic Sage" 

8,S00 


Percentage Chance of Breaking 

SO 

30 

10 

0 

0 

0 


Big Magic spells are so powerful that they have a habit of breaking some of the more fragile wands. If you are 
dependent upon Element Scepters and Ether Scepters to perform Big Magic, keep an eye on your sorcerer’s equipment 
status in case you need to replace something. 


Name 

Origin Speii 

Type 

No. of Hits 

CT 

Speciai Attack Gauge 

Absolute Zero 

Frigid Damsel 

Ice 

4 X All Enemies 

5 

16x4 

Calamity Blast 

Fire Lance 

Fire 

5 X All Enemies 

5 

4x5 

Carnage Anthem 

Stone Torch 

Poison 

3 X All Enemies 

5 

16x3 

Celestial Star 

Mystic Cross 

Holy 

7 X All Enemies 

6 

10x7 

Cosmic Spear 

Dark Savior 

Darkness 

1 X All Enemies 

5 

SO 

Crystal Strike 

Icicle Edge 

Ice 

2 X All Enemies 

5 

25x2 

Dragon Bolt 

Lightning Bolt 

Lightning 

4 X All Enemies 

9 

13x4 

Gravity Blessing 

Prismatic Missile 

Lightning 

3 X All Enemies 

10 

16x3 

Ifrit Caress 

Fire Storm 

Fire 

1 X All Enemies 

5 

50 

Meteor Swarm 

Shadow Servant 

Darkness 

7 X All Enemies 

5 

7x6 + 8 

Petro Disruption 

Poison Blow 

Poison 

3 X All Enemies 

5 

17x3 

Seraphic Law 

Sacred Javelin 

Holy 

3 X All Enemies 

5 

7x3 


Mrri: 


rh(''R)|) lOMiij^ic 

Spoils ; 

Not sure what spells are 

the best and which you can 

do without? Take a look at these top 10 spells: ! 

1. Heal 

6. Normalize j 

2. Icicle Edge 

7. Poison Blow 

3. Invoke Feather 

8. Reflect Sorcery 

4. Might Reinforce 

9. Sap Guard 

5. Mystic Cross 

10. Shadow Servant 1 
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The Sacred Phase System 


At the end of ev cry chapter, l^'reya grades your 
, perfonnance and offers > oii rewards or 
eondemiiatioii. Success in the Sacred I’hase relates 
■ directly to how well >011 do in the ^Jame. A |<ood 
evaluation \> ins >011 extra Materialize points (more 
money to shop with!) and a larjfer collection of arti¬ 
facts and other goodies. I*oor evaluations cut into 
, your rewards, I^A aluation, and Seal ratinjjs. A con- 
^ sistently poor perfonnance eonfronts \'ou with 



wrath and brings an abrupt end to the game. 


When you enter a Sacred Phase, Freya greets you with 
the latest news on the war between the Vanir and Aesir. 
How the battle fares corresponds to how many Einherjar 
you transferred during the preceding chapter. Send up 
one or two, and the army of the Aesir grows. Send up 
none, and the Vanir gain in strength. The outcome will 
be bleak at the start, but it should improve with each 
chapter—depending on how zealously you train and 
transfer your Einherjar. 



The next segment of the Sacred Phase system comprises 
the evaluation of the Einherjar. The characters you send 
to Valhalla are assigned to specific platoons that must 
perform certain tasks. How well they perform corresponds 
to how well they were trained at the point of Transfer. 
First and foremost, your Einherjar are evaluated for 
how well they meet Freya’s requirements. It’s of utmost 
importance that you follow her wish list to the letter and 
transfer Einherjar skilled in services she requires. 



Einherjar Requirements per Chapter 


Chapter 

Hero 

Skill 

Other 

1 

Value 

40 

Requirements 

_ 

1-2 

50 

Tactics, Leadership, Identify 

Warrior 

2-3 

65 

Find Trap, Survival 

Archer 

3-4 

80 

Trick, Demon Int, Hear Noise 

Negotiator 

4-5 

90 

March, Attack Pow, Resist Damage, Defend 

Swordsman, Swimmer, Nimble 

r6. 

100 

Monster Int. Hit 

Jorcerer, Swordsman, Brave 

6-7 

110 

Avoid, Undead Int, Resist Magic 

High-level Sorcerer 

7-8 

120 

March, Fight, Counter, Leadership, Formation 

High-level Swordsman, Brave 


The easiest way to ensure an Einherjar’s success in Asgard 
is to max out character traits and required skills and to equip 
the character with the best armor and weapons available. 
This ensures an initial evaluation score high enough to 
protect him or her from the Aesir’s continuous scrutiny. 



Check out the status of your 
Einherjar during each 
Sacred Phase. 


Xie'JXltMu'M 

iMtxmhMiaHW 

•w-AntncMmA tTB 

UMiMncMt >8 

-S 


Einherjar sent to Asgard in top I 



form earn high evaluation scores. 


The longer an Einherjar serves in the Aesir Army, the 
more often that character is evaluated. Each platoon 
performs different tasks and its members are judged at the 
close of each chapter, much like Valkyrie. In addition to 
platoon events, characters are judged on specific events of 
their own. E'or example, Llewelyn (a non-swimmer) may 
be asked to go on an assignment that requires him to swim. 
If he refuses, he’ll receive a negative grade. On the other 
hand, he may be evaluated for rescuing a wounded animal, 
which will earn him praise. 
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Evalualioii Points Given by Freya 


C \I TIO\ 

These tables provide an estimate based on a variety 
tof scenarios. They may not represent exactly your 


i 
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To view the specifics of a character's personal events, 
highlight the topic and press X. 

Although you may not he able to control a specific 
character’s personality, you can control what that character 
knows. Most evaluations are based on Support skills. If a 
certain task requires an Einherjar to be skilled in Tactics, 
for example, the game references the character’s level in 
that skill. If it lies between 7 and 8, the Einherjar receives 
5 points. If the skill level lies between 4 and 6, the character 
earns 3 points. Skill levels 1-3 generate a single paltr\ 
point. The easiest way to guarantee a good evaluation is 
either to max out a character’s Support skills or to level up 
the remaining, unrequired ones to Level 4. 

Because most Einherjar you transfer to Valhalla will 
spend little time in your battle party (and therefore won’t 
earn tons of Skill points). Level 4 is a good compromise, 
ensuring success in Asgard without requiring an obnoxious 
amount of training time. 

Sending up poorly trained and ill-equipped Einherjar 
inevitably results in their demise. Keep that in mind as you 
prepare to transfer a character. 


After you’ve checked out your Einherjar’s performance, 
it’s time to move on to your own evaluation. The number 
of characters you’ve transferred and the performance of 
the Einherjar currently serving in Asgard are tabulated 
into Evaluation points added to or subtracted from 
Valkyrie’s Evaluation Rating (shown at the bottom of 
the (vamp menu). Should this score reach zero, the 
game will end abruptly, so do your best when training 
and transferring your Einherjar. 


Evaluation Message Evaluation Points 

"It is magnificent'' _ 25+ _ 

"You are doing well. Please continue as you 21-24 
have been." 


"Send us warriors brave and true." 11 -20 


"You are doing fairly well." _ 1-10 _ 

"You must try harder." 0 

"The situation is grim. Are you truiy doing -1--14 
your best?" 

"I a m bitterly disappointed in you." _ -15- -24 

"You must do better. Lord Odin's wrath is a -25 or more 
terribie thing to behold." 


And the verdict is...? 


This character entered 
Valhalla with skills at a 
variety of levels, as his 
scores show. 


^Valkyrie’S Evaluation 
land the Distribution of Rewards 


The better your evaluation, the greater your rewards. 
Freya gives you Materialize points (good for shopping!); 
Odin gives you artifacts. The better your evaluation, the 
more you receive of each. The following charts will give 
you a good idea of what to expect based on your own 
Sacred Phase performance. 


THE SACRED PHASE SYSTEM 












































1 Sent up two Einlierjar who satisfied 

reipiirenieiits 


Sacred Phase 

Battle Evaluation 

Materialize Points 

Artifacts 

1-2 


(+1/0/-1) 

3,450 

Element Scepter, Fire Lance, Frigid Damsel, Wait Reaction, 

Normalize, Combo Counter, (Random 1; see note) 

2-3 


(+2/-2/0) 

7,200 

Element Scepter, Lightning Bolt, Shadow Servant, Splash, Heal, 
Throw, Extreme Guard, Emerald Necklace 

3-4 


i^3/-3/0) 

10,050 

Element Scepter, Icicle Edge, Fire Storm, Darkness Arrow, Reflect 
Sorcery, Auto Item, Faim Fenn, Holy Grail, (Random 2; see note) 

4-5 


(+4/-2/-2) 

13,080 

Ether Scepter, Mystic Cross, Resist Damage, Invoke Feather, Bracelet 
of Zoe, Spell Reinforce, Concentration, Coin of Fortune 

5-6 


(+5/-5/0) 

16,650 

Ether Scepter, Guard Reinforce, Poison Blow, Holy Wand Adventia, 
Stone Torch, Star Guard, (Random 3; see note) 

6-7 


(+4/-2/-2) 

19,080 

Ether Scepter, Dark Savior, Prismatic Missile, Dampen Magic, Tome 
of Alchemy, Wand of Excbaage _ 

7-8 


(+3/-2/1-1) 

22,230 

Ether Scepter, Sacred javelin. Shield Critical, Might Reinforce, 
(Random 4; see note) 

8 


~ 

25,530 

— 

Sent up one Einlierjar 

who satisfied 

some reipiiremenls 


Sacred Phase 

Battle Evaluation 

Materialize Points 

Artifacts 

1-2 


(1/0/-1) 

3,450 

Element Scepter, Fire Lance, Frigid Damsel, Wait Reaction, 

Normalize, Combo Counter, (Random 1; see note) 

2-3 


(+2/-2/0) 

6,840 

Element Scepter, Lightning Bolt, Shadow Servant, Splash, Heal, 
Throw, Extreme Guard, Emerald Necklace 

3-4 


(+3/-3/0) 

9,780 

Element Scepter, Icicle Edge, Fire Storm, Darkness Arrow, Reflect 
Sorcery, Auto Item, Faim Fenn, Holy Grail, (Random 2; see note) 

, 4-5 


(+4/-2/-2) 

12,810 

Ether Scepter, Mystic Cross, Resist Damage, Invoke Feather, Bracelet 
of Zoe, Spell Reinforce, Concentration, Coin of Fortune 

5-6 


(+5/-5/0) 

16,020 

Ether Scepter, Guard Reinforce, Poison Blow, Holy Wand "Adventia^ 
Stone Torch, Star Guard, (Random 3; see note) 

6-7 


(+4/-2/-2) . . 

18,810 

Ether Scepter, Dark Savior, Prismatic Missile, Dampen Magic, Tome 

7-8 


(+3/-2/-1) 

21,870 

Ether Scepter, Sacred javelin. Shield Critical, Might Reinforce, 
(Random 4; see note) 

8 


— 

24,990 

— 

Sent up two Einlierjar 

who satisfied only Hero Value requireinents 

Sacred Phase 

Battle Evaluation 

Materiaiize Points 

Artifacts 

1-2 


(+1/0/-1) 

3,450 

Element Scepter, Fire Lance, Frigid Damsel, Wait Reaction, 

Normalize, Combo Counter, (Random 1; see note) 

2-3 


(+2/-2/0) 

6480 

Element Scepter, Lightning Bolt, Shadow Servant, Splash, Heal, 
Throw, Extreme Guard, Emerald Necklace 

3-4 


(+3/-3/0) 

9,510 

Element Scepter, Icicle Edge, Fire Storm, Darkness Arrow, Reflect 
Sorcery, Auto Item, Faim Fenn, Holy Grail, (Random 2; see note) 

4-5 


(+4/-2/-2) 

12,540 

Ether Scepter, Mystic Cross, Resist Damage, Invoke Feather, Bracelet 
of Zoe, Spell Reinforce, Concentration, Coin of Fortune 

5-6 


(+5/-5/0) 

15,570 

Ether Scepter, Guard Reinforce, Poison Blow, Holy Wand "Adventia,” 
Stone Torch, Star Guard, (Random 3; see note) 

6-7 


(U/-2/-2) 

18,540 

Ether Scepter, Dark Savior, Prismatic Missile, Dampen Magic, Tome 
ofAkhemy, Wand of Exchange 

7-8 


(+3/-2/-1) 

21,510 

Ether Scepter, Sacred javelin. Shield Critical, Might Reinforce, 
(Random 4; see note) 

8 


— 

24,450 

— 
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Sent up two Einlierjar who satisfied all reipiireinents except Hero Value 


Sacred Phase 

Battle Evaluation 

Materialize Points 

Artifacts 

1-2 

(-1/0/+1) 

2,700 

Element Scepter, Fire Lance, Frigid Damsel 

2-3 

(0/0/0) 

6,990 

Element Scepter, Lightning Bolt, Shadow Servant, Splash, Heal, 
Throw, Extreme Guard, Emerald Necklace 

3-4 

(+1/-1/0) 

9,750 

Element Scepter, Icicle Edge, Fire Storm, Darkness Reflect 

Sorcery, Auto Item, Faim Fenn, Holy Grail, (Rando^^^e note) 

4-5 

(+2/0/-2) 

12,870 

Ether Scepter, Mystic Cross, Resist Damage, Invokelfw^r, 

Bracelet of Zoe, Spell Reinforce, Concentration, Coin of Fortune 

5-6 

(+1/-1/0) 

16,200 

Ether Scepter, Guard Reinforce, Poison Blow, Holy Wand 
“Adventia," Stone Torch, Star Guard, (Random 3; see note) 

6-7 

(+4/-2/-2) 

18,840 

Ether Scepter, Dark Savior, Prismatic Missile, Dampen Magic, Tomfj^ 
ofAlchemv, Wand of Exchtmae 

7-8 

(+1/0/-1) 

21,930 

Ether Scepter, Sacred javelin. Shield Critical, Might Reinforce, 
(Random 4; see note) 

8 

— 

25,380 

— 

Sent up two Einlierjar who met no 

reipiireuieiit?^ 


Sacred Phase 

Battle Evaluation 

Materialize Points 

Artifacts 

1-2 

(■1/0/+1) 

2,700 

Element Scepter, Fire Lance, Frigid Damsel 

2-3 

(■2/+2/0) 

5,850 

Nothing 

3-4 

(-3/+3/0) 

8,640 

Nothing 

4-5 

(-4/+2A2; 

11,610 

Nothing 

5-6 

f-5A5/0; 

14,580 

Nothing 

6-L 

C-4A2A2X 

17,700 

Nothma 

7-8 

(-3/+27+1) 

20,640 

Nothing 

8 

— 

23,700 

— 



Random 1: Supreme Crossbow, Spinning 
Spear, Co-shorai Blade, Lightning Edge, 
Elemental Edge, Holy Prayer 

Random 2: Crescent Arrow, Radiance 
Sword, Acceptor Rod, Ignite Sword, 
Ten-horin Blade, Heart Piercer 

Random 3: Shiny Rupture, Demon 
Blade, Scarlet Forge, Holy Halberd, 
Absolute Force, Violet Forge 

Random 4: Cram, Ama-no-murakumo 
Blade, Last Avenger, Noble Desire, Ice 
Coffin, Bahamut Tear, Arc Wind 
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Sent one Einlierjar 


Sacred Phase Battle Evaluation 

1- 2 C-//0/+7; 

2- 3 C-2/+2/0) 

3- 4 C-3/+3/0) 

4- 5 f-4/+2/+2) 

5- 6 (-5/+5/0; 

6- 7 _ f4A2A2l 

f-3/+2/+7; 


Materialize Points 

2,700 

5,670 

8,640 

11,610 

14,580 

17,610 

20,640 
23,700 


Artifacts 

Element Scepter, Fire Lance, Frigid Damsel 
Nothing 
Element Scepter 
Nothing 
Nothing 

Nothing 


Nothing 
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The Flow of the Game 


i\()\v that wc\ e discussed the liattle S\ stein and 
Sacred Phase, it s time to fit the pieces to^iether and 
look at the whole picture. 

^ou have ei^ht chapters in which to recruit the 
hanherjar and train them to fij*ht side by side with 
Lord Odin’s Arm> in AsjJard. 'Fime within each 
chapter of the game is measured in periods. A \ isit 
to a cit> costs > ()u one period while a \ isit to a dun¬ 
geon or a successful turn at Spiritual (amcentration 
each cost nou tno periods. The number of periods 
that \ {)u are gi\ en per chapter is determined h> 
the Difficulty Level you choose when starting a 
new game. 

At the start of every chapter and after the conclu¬ 
sion of e\ er> cit\ or dungeon e\ ent you should use 
Valkyrie’s Spiritual (amcentration. \\ hile on the 
World Map. simply press and \ alkyrie will use 
her abilities to seek out new areas of unrest and 
trouble. If nou perform a Spiritual (amcentration 
and nothing happens, then you’ve reached the end 
of the planned ev ents for this chapter. 



Press to begin Spiritual Concentration. 


The type and number of events you experience in each 
chapter varies based on the chapter itself, the Game 
Pattern you are following, and the level of difficulty 
you’ve chosen. For more information about Difficulty 
Levels and Game Patterns, skip ahead to the appropriate 
sections in this chapter. You can usually expect to visit at 
least one city per chapter, one dungeon, and one segment 
of the Gave of Oblivion—an optional dungeon that has no 
bearing on the game’s plot. 







Cities are where you'll find new characters to train. 


Dungeons are where the real fun lies! 


Use Event points to level up new characters or beef up your 
favorite battle party members! 


City events are largely cinematic pieces where you are 
introduced to new characters. Once the story' is over, you 
are booted back out to the World Map, with a new recruit 
in tow. It is recommended that you save your game at this 
j point and acquaint yourself with your new character’s 
j strengths and weaknesses. Skill building and other character 
I management tasks are also recommended at this time. 


In addition to finding and training Einherjar for Odin, 
Valkyrie is also charged with liberating areas of Midgard 
from the influences of certain evil spirits. Clearing dungeons 
and other fouled areas is a great way to level up your 
Einherjar and gain the experience points necessary to 
correct their character flaws and teach them the skills 
they’ll need to be successful in Asgard (and on Midgard, as 
well). The main objective of each dungeon is to defeat the 
boss and recover the artifacts in the Boss Chamber. Many 
dungeons have other objectives and reward you with 
“Event points” once you complete them. Event points are 
experience points that are saved in an Experience Orb in 
the Camp menu and can be divided among your party 
members as you see fit. 

atu 
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Recovering artifacts is as important to your quest as 
defeating a dungeon’s boss. Artifacts are rare and precious 
items belonging to Odin. If you return them to Odin, then 
you receive his blessing during the Sacred Phase and gain 
additional Evaluation points. If you decide to keep an 
artifact, you lose five Evaluation points. When your 
Evaluation (Eval.) Rating reaches zero, the game is over. 
Ideally, you should temper your greed with common 
sense. After all, the majority’ of artifacts serve no purpose 
whatsoever and many of the weapons, armor, etc. are 
equal (and sometimes weaker) to the items you can buy 
through Divine Item. 


Sometimes, it is better to 
heed the warning than risk 
losing the game. 



A chapter ends automatically when you run out of 
periods. If you’ve completed the chapter’s goals and trans¬ 
ferred Einherjar as requested and you still have time left 
over, you can explore the cities or revisit dungeons. If that 
doesn’t appeal to you, use the Rest function in the Camp 
menu to use up the remaining periods in rest, relaxation, 
and recuperation. 
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Don't let the screen fool 
you! Your party can sleep 
for more than three periods. 
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At the end of each chapter comes a Sacred Phase. 
During this time, Frey a evaluates your performance and 
gives you new transfer requirements for the next chapter. 
Remember, your job as a Valkyrie is to recruit and train 
Einherjar to send up to Valhalla and the Aesir Army. At 
the beginning of every chapter (except for Chapter 1), you 
are given guidelines for training Einherjar to meet the 
specific needs of Odin and Freya. In Sacred Phase you 
are judged on how well you meet those requirements. You 
can transfer two Einherjar every chapter and you should 
make that your goal. If you don’t send up at least one, 
your score will suffer greatly. 

Good performances are rewarded with large amounts of 
Materialize points and helpful artifacts and other items. 
Then, it’s time to start another chapter! 

The format of the Sacred Phase changes based upon the 
game’s Difficulty Level and what ending you are pursuing. 


Do not be surprised if you are asked to perform special 
errands for Freya or Odin in addition to tlie usual 
Einherjar requests. 

Where you go from here determines the ending you will 
receive. It is the beginning of the Endgame. 


Choosing the Right 
Difficulty Level 


At the start of the game, you are asked to choose one of 
three DifficultN’ Levels; Easy, Normal, and Hard. The 
differences given for the three are as follows: 



Difficulty Setting 

Easy 

Normal 

Hard 

Exp. Points 

Many 

Normal 

Few 

Item Type 

Pew 

Normal 

Many 

Dungeon 

Few 

Normal 

Many 

Characters 

Few 

Normal 

Many 

Initial Level 

Fixed per 
character 

Fixed per 
character 

Level 1 

Possible Endings 

B, C 

A, B, C 

A,B,C 


In many respects, there is little difference in actual 
difficulty between the levels. For instance, the basics of the 
game, such as Sacred Phase requirements and Enemy 
stats (excluding experience points), remain the same 
regardless of the DifficulU Level. So, Surt, one of the final 
Bosses, is just as difficult to beat in Easy mode as he is in 
Hard mode. Also, regardless of Difficulty Level, you are 
always asked to deliver the same t\ pe(s) of Einherjar in 
each chapter—even if the requirements cannot be met in 
that Difficulty Level. 

What does change are the characters you can recruit, 
the dungeons you can visit, and the amount of time the 
game takes to play. The other locus of change is within 
character management itself. In Easy and Normal mode, 
the characters recruited join your part>' at a level of expe¬ 
rience roughly comparable with your current party’s. This 
allows for easier integration into the battle party and gives 
you a jump on maxing out a character’s traits and teaching 
them skills. In addition, in Easy mode, the higher allotment 
of experience points you receive for defeating enemies 
allows you to level up characters more efficiently. 

In Hard mode, characters join your party at Level 1, 
regardless of chapter number. This requires you to train 
your Einherjar from the ground up. However, the 
increased number of dungeons gives you more opportunities 
to gain experience points by defeating enemies as well as 
from completing certain dungeon objectives. In other words, 
everything balances out in the end. The only question is 
how you like to play your game. 

Our recommendation is to play through the game twice; 
once on Easy mode and once on Hard mode. In Easy 
mode, you get a stripped down version of the game that is 
faster and somewhat easier to play through. 
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Moreover, it gives you a good overview of all of the game’s 
systems without actually spoiling the plot (the B ending 
actually raises more questions than it answers...). 

In Hard mode, you’ll find that few of the Easy mode 
dungeons overlap, providing you with many new challenges. 
Moreover, in Hard mode, you have the opportunity to 
recruit characters that are both stronger and more 
numerous than found in Easy mode (although all of your 
favorites will still be there). In addition, you can see the A 
ending (see the Endings chapter for instructions) and the 
real truth behind Valkyrie and the politics of the gods. 
Afterward, you can head into the Seraphic Gate and 
recruit the three most powerful characters found in the 
game itself. 


iC) 

Character 

(D) 

Dungeon 

(E) 

Event 

(P) 

Place 


The Game Patterns 

Once you select a Difficulty Level and begin the game, 
something tricky happens behind the scenes. You are 
assigned to one of four Game Patterns. These determine 
which characters you can recruit and which segments of 
the Gave of Oblivion you can visit in each chapter. There 
is no real difference between the four patterns and no 
benefits to getting one over the other. However, if you want 
to change the pattern, you’ll have to restart the game from 
the very beginning. 

The tables below are a guide to the game itself. Consider 
them a flowchart of your game’s events. 


1 Easy Mo(h‘ GanH‘ 

Patterns 



Pattern 1 

Pattern 2 

Pattern 3 

Pattern 4 

Prologue 

(P) Artolia (P) Artolia 

(C) Arngrim; jelanda (C) Arngrim; jelanda 

(D) Artolian Mountain Ruins (D) Artolian Mountain Ruins 

(P) Artolia 

(C) Arngrim; Jelanda 

(D) Artolian Mountain Ruins 

(P) Artolia 

(C) Arngrim; Jelanda 

(D) Artolian Mountain Ruins 

Chapter 1 

(P) Lassen 

(C) Belenus 

(D) Forest of Woe 

(P) Lassen 

(C) Belenus 

(D) Forest of Woe 

(P) Crell Monferaigne 
(C) Llewelyn 
(P) Lassen 
(C) Belenus 
||i| Forest of Woe 

(D) Cave of Oblivion 2 

(D) Forest of Woe 

jg) Lassen 

(C) [iewelyn 

(D) Cave of Oblivion 1 

(C) Uewelyn 

(D) Cave of Oblivion 4 

(D) Cave of Oblivion 7 

(C) Belenus 

(P) Crell Monferaigne 

(C) Llewelyn 

Chapter 2 

(P) Hai-lan 

(C) Nanami 

(D) Dragoncastle Caverns 

(P) Crell Monferaigne 
(C) Janus 
(P) Hai-lan 
(QJun 

(P) Hai-lan 

(C) Yumei 

(D) Dragoncastle Caverns 

(D) Dragoncastle Caverns 

(D) Cave of Oblivion 5 

(P) Crell Monferaigne 

(D) Cave of Oblivion 8 

(D) Cave of Oblivion 3 

fg) Hai-lan 

(C) Janus 

(D) Cave of Oblivion 2 

(D) Dragoncastle Caverns 


(Qjun 

Chapter 3 

(P) Hai-lan 

(C) Yumei 

(D) Corhia Cult HQ 

(D) Corhia Cult HQ 

(P) Hai-lan 
(C) Yumei 

(P) Hai-lan 

(C) Nanami 

(D) Cave of Oblivion 8 

(P) Hai-lan 

(C) Yumei 

(D) Corhia Cult HQ 

(D) Cave of Oblivion 3 

(D) Cave of Oblivion 1 

W Hai-lan 

(D) Cave of Oblivion 4 

(Qjun 

(D) Corhia Cult HQ 
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Pattern 1 

Pattern 2 

Pattern 3 

Pattern 4 

Chapter 4 




(P) Hai-lan 

(P) Hai-lan 

(P) Crell Monferaigne 

(P) Crell Monferaigne 

(C)lun 

(C) Nanami 

(C) Janus 

(C) Janus 

(D) Black Dream Tower 

(D) Cave of Oblivion 6 

(D) Cave of Oblivion 1 

(D) Black Dream Tower 

(D) Cave of Oblivion 4 

(D) Black Dream Tower 

(D) Black Dream Tower 

(P) Hai-lan _ 

(C) Nanami 

(D) Cave of Oblivion 3 

Chapter 5 




(P) Villnore 

(P) Villnore 

(P) Hai-lan 

(P) Crell Monferaigne 

(C) Badrach 

(C) Badrach 

(C) Shiho 

(QJayle 

(D) Arkdain Ruins 

(D) Arkdain Ruins 

(D) Arkdain Ruins 

(D) Arkdain Ruins 

! (P) Arkdain Ruins 

(P) Arkdain Ruins 

(P) Arkdain Ruins 

(P) Villnore 




(Q Badrach 


(D) Cave of Oblivion 5 

Chapter 6 

(P) Crell Monferaigne 
(Qlayle 

(D) Lost City of Dipan 

(P) Hai-ian 
’(C)5hiho 

(D) Cave of Oblivion 6 

Chapter 7 

(P) Hai-lan 

(C) 5uo 

(D) Forest of Spirits 
(D) Cave of Obiivion 7 


(D) Cave of Oblivion 5 


(P) Crell Monferaigne 

(C) layle 

(D) Cave of Oblivion 7 

(P) Hai-lan 

(C) Shiho 

(D) Lost City of Dipan 


(P) Hai-lan 

(C) Suo 

(D) Forest of Spirits 
(D) Cave of Oblivion 2 


(D) Cave of Oblivion 5 


(P) Crell Monferaigne 
(Qlayle 

(D) Cave of Oblivion 4 

(PI Villnore _ 

(C) Badrach 

(D) Lost City of Dipan 


(P) Hai-lan 

(C) Suo 

(D) Cave of Oblivion 2 
(D) Forest of Spirits 


(D) Cave of Oblivion 6 


(D) Lost City of Dipan 

(P) Arkdain Ruins 
Crey 

(P} Hai-lan 

(C) Shiho 

(D) Cave of Oblivion 7 


(P) Hai-lan 

(C) Suo 

(D) Cave of Oblivion 8 
(D) Forest of Spirits 




Chapter 8 

(D) Cave of Oblivion 8 

(D) Cave of Oblivion 3 

(D) Cave of Oblivion 6 

(D) Cave of Oblivion 1 


Normal Mode Game 

Patterns 




Pattern 1 

Pattern 2 

Pattern 3 

Pattern 4 


Prologue 

(P) Artolia 

(P) Artolia 

(P) Artolia 

(P) Artolia 


(C) Arngrim; Jelanda 

(C) Arngrim; Jelanda 

(C) Arngrim; Jelanda 

(C) Arngrim; Jelanda 


(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 


Chapter 1 

(P) Lassen 
(C) Belenus 

(P) Lassen 
(C) Belenus 

(P) Crell Monferaigne 
(C) Llewelyn 

(D) Solde Catacombs 


(D) Forest of Woe 

(D) Solde Catacombs 

(D) Cave of Oblivion 4 

(P) Lassen 
(C) Belenus 


1 (P) Crell 

(P) Crell 

(P) Lassen 

(D) Forest of Woe 

_i 

(C) Llewelyn 

(C) Llewelyn 

(C) Belenus 



(D) Solde Catacombs 

(D) Cave of Oblivion 3 

(D) Forest of Woe 

(D) Cave of Oblivion 2 


(D) Cave of Oblivion 1 

(D) Forest of Woe 

(D) Solde Catacombs 

(P) Crell Monferaigne 
(C) Llewelyn 
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Pattern 1 

Chapter 2 

(P) Artolia 

(C) Lawfer 

(D) Nethov Swamp 
(P) Hai-lan 

Pattern 2 

(P) Artolia 

(C) Lawfer 

(D) Dragoncastle Caverns 
(P) Crell Monferaigne 

Pattern 3 

(P) Artolia 

(C) Lawfer 

(D) Nethov Swamp 
(P) Hai-lan 

Pattern 4 

(P) Artolia 

(C) Lawfer 

(D) Dragoncastle Caverns 
(P) Hai-lan 

(C) Nanami 

(C) Janus ^ 

(C) Nanami ^ 

(C)Jun __ 

(D) Dragoncastle Caverns 

(D) Nethov Swamp 

(D) Dragoncastle Caverns 

(D) Nethov Swamp 

(D) Cave of Oblivion 2 

(D) Cave of Oblivion 5 

(D) Cave of Oblivion 7 

(D) Cave of Oblivion 5 

Chapter 3 

(P) Camille Village 

(P) Camille Village 

(P) Camille Village 

(P) Camille Village 

(C) Kashell 

(C) Kashell 

(C) Kashell 

(C) Kashell 

(P) Crell Monferaigne 

(P) Hai-lan 

(P) Hai-lan 

(P) Hai-lan 

(C) Janus 

(C)Jun 

(C) Yumei 

(C) Yumei 

(D) Corhia Cult HQ 

(D) Cave of Oblivion 1 

(D) Corhia Cult HQ 

(D) Corhia Cult HQ 

(P) Hai-lan 

(P) Hai-lan 

(P) Hai-lan 

(P) Crell Monferaigne 

(C) Yumei 

(C) Yumei 

(C) Jun 

(C) Janus 

(D) Cave of Oblivion 3 

(D) Corhia Cult HQ 

(D) Cave of Oblivion 6 

(D) Cave of Oblivion 1 

Chapter 4 

(P) Villnore 

(P) Villnore 

(P) Villnore 

(P) Villnore 

(C) Aelia 

(C) Aelia 

(C) Aelia 

(C) Aelia 

(D) Black Dream Tower 

(D) Black Dream Tower 

(D) Biack Dream Tower 

(D) Cave of Oblivion 7 

(P) Hai-lan 

(P) Hai-lan 

(P) Crell Monferaigne 

(D) Black Dream Tower 

(C) lun 

(C) Nanami ____ ____ 

(C) lanus __ 


(D) Cave of Thackus 

(D) Cave of Oblivion 2 

(D) Cave of Thackus 

(P) Hai-lan 

(D) Cave of Oblivion 4 

(D) Cave of Thackus 

(D) Cave of Oblivion S 

(C) Nanami 

(D) Cave of Thackus 

(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 

(C) Lorenta 

(C) Lorenta 

(C) Lorenta 

(C) Lorenta 

Chapter 5 

(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 

(C) Mystina 

(C) Mystina 

(C) Mystina 

(C) Mystina 

(P) Cerabellum 

(P) Cerabellum 

(P) Cerabellum 

(P) Cerabellum 

(C) Lucian 

(C) Lucian 

(C) Lucian 

(C) Lucian 

(D) Arkdain Ruins 

(D) Arkdain Ruins 

(D) Cave of Oblivion 3 

(D) Cave of Oblivion 4 

(P) Villnore 

(P) Villnore 

(P) Hai-lan 

(P) Crell Monferaigne 

(C) Badrach 

(C) Badrach 

(C) Shiho 

(C)Jayle 

(D) Cave of Oblivion 5 

(D) Cave of Oblivion 7 

(D) Arkdain Ruins 

(D) Arkdain Ruins 


(P) Arkdain Ruins 
(C) Crey 


(P) Villnore 
(C) Badrach 


Chapter 6 

(P) Arkdain Ruins 
(C)Crey 

(D) Lost City of Dipan 

(P) Crell Monferaigne 
(C)Jayle 

(P) Hai-lan 
(C) Shiho 

(D) Lost City of Dipan 

(P) Crell Monferaigne 
(C)Jayle 

(P) Arkdain Ruins 
(C)Crey 

(D) Lost City of Dipan 

(P) Hai-lan 

(D) Cave of Oblivion 8 

(D) Cave of Oblivion 1 

(P) Arkdain Ruins 

(C) Shiho 

(D) Cave of Oblivion 6 

(P) Hai-lan 

(P) Villnore 

(C) Crey 

(D) Cave of Oblivion 8 

(P) Crell Monferaigne 
(C)Jayle 

(C) Shiho 

(C) Badrach 

(D) Lost City of Dipan 
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Pattern 1 

Chapter 7 

(P) Hai-lan 
(C) Suo 

Pattern 2 

(P) Hai-lan 
(C) Suo 

Pattern 3 

(P) Hai-lan 
(C) Suo 

Pattern 4 

(P) Hai-lan 

(C) Suo 

(D) Cave of Oblivion 6 
(D) Forest of Spirits 

(D) Forest of Spirits 
(D) Cave of Obiivion 7 

(D) Cave of Oblivion 4 
(D) Forest of Spirits 

(D) Forest of Spirits 
(D) Cave of Oblivion 8 

Chapter 8 

(D) Palace of the Dragon 
(D) Cave of Oblivion 8 

(D) Palace of the Dragon 
(D) Cave of Oblivion 6 

(D) Palace of the Dragon 
(D) Cave of Oblivion 2 

(D) Palace of the Dragon 
(D) Cave of Oblivion 3 
(£) Weeping Lily Meadow* 

(£) Weeping Lily Meadow* 

(£) Weeping Lily Meadow* 

(£) Weeping Lily Meadow* 

*This event may not occur unless you have fulfilled other requirements first. For 
Chapter. 

more information see the Endings 

Hard Mode Game Pattei 

•ns 



Pattern 1 

Prologue 

(P) Artolia 

(C) Arngrim; Jelanda 

Pattern 2 

(P) Artolia 

(C) Arngrim; jelanda 

Pattern 3 

(P) Artolia 

(C) Arngrim; Jelanda 

Pattern 4 

(P) Artolia 

(C) Arngrim; Jelanda 

(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 

(D) Artolian Mountain Ruins 

Chapter 1 

(P) Lassen 

(C) Belenus 

(D) Solde Catacombs 

(P) Lassen 

(C) Belenus 

(D) Cave of Oblivion 8 

(P) Crell Monferaigne 

(C) Llewelyn 

(D) Solde Catacombs 

(D) Solde Catacombs 

(P) Lassen 
(C) Belenus 

I (P) Crell§IUhl^lt 

Wt Cre// jfcfcllpp _ 

_ jjP) Cove of Oblivion 3 

Cave of Oblivion 8 

(C) Llewelyn 

(D) Cave of Oblivion 3 

(C) Llewelyn 

(D) Solde Catacombs 

(P) Lassen 
(C) Belenus 

(P) Crell Monferaigne 
(C) Llewelyn 

Chapter 2 

(P) Artolia 
(C) Lawfer 
(P) Hai-lan 
(C) Nanami 

(P) Artolia 

(C) Lawfer 

(D) Salerno Academy 

(P) Artolia 

(C) Lawfer 

(D) Cave of Oblivion 6 

(P) Artolia 

(C) Lawfer 

(D) Nethov Swamp 

(D) Nethov Swamp 

(P) Crell Monkraigne 

(P) Hai-lan 

(P) Hai-lan 

(P) Hai-lan 

(C) lun 

(D) Salerno Academy 

(C) Janus 

(D) Cave of Oblivion 4 

(P) Hai-lan 

(C) Yumei 

(D) Salerno Academy 

(P) Hai-lan 

(QJun 

(D) Cave of Oblivion 1 

(P) Hai-lan 


(Qht. . 

.... 

(C) Nanami \ 

(D) Cave of Oblivion 6 

(D) Nethov Swamp 

(D) Nethov Swamp 

(D) Salerno Academy 

Chapter 3 




(P) Camille Village 

(P) Camille Village 

(P) Camille Village 

(P) Camille Village 

(C) Kashell 

(C) Kashell 

(C) Kashell 

(C) Kashell 

(P) Crell Monferaigne 

(P) Hai-lan 

(P) Hai-lan 

(P) Crell Monferaigne 

(C) Janus 

(C) Nanami 

(C) Nanami 

(C) Janus 

(D) Clockwork Mansion 

(D) Clockwork Mansion 

(D) Clockwork Mansion 

(D) Cave of Oblivion 6 

(D) Cave of Oblivion 2 

(P) Hai-lan 

(D) Cave of Oblivion 2 

(D) Clockwork Mansion 


(C) Yumei 
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Hard Mode Game Patterns (eoiit.) 




Pattern 1 

Pattern 2 

Pattern 3 

Pattern 4 


Chapter 4 





{?) Villnore 

(P) Villnore 

(P) Villnore 

(P) Villnore 


(C) Aelia 

(C) Aelia 

(C) Aelia 

(C) Aelia 


(D) Cave of Thackus 

(D) Dark Tower of Xervah 

(D) Cave of Oblivion 5 

(D) Cave of Oblivion 4 


(P) Hai-lan 

(D) Cave of Oblivion 7 

(D) Cave of Thackus 

(D) Dark Tower of Xervah 


(C) Yumei 

(D) Dark Tower of Xervah 

(D) Cave of Thackus 

(P) Crell Monferaigne 

(P) Hai-lan 




(C) Janus 

(C) Yumei 


(D) Cave of Oblivion 5 

(P) Flenceburg 

(D) Dark Tower of Xervah 

(D) Cave of Thackus 



(C) Lorenta 




(PJ Flenceburg 


(P) Flenceburg 

(P) Flenc^rg 


(C) Lorenta 


(C) Lorenta 

(C) Lorenta 


Chapter 5 





(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 

(P) Flenceburg 


(C) Mystina 

(C) Mystina 

(C) Mystina 

(C) Mystina 


(P) Cerabellum 

(P) Cerabellum 

(P) Cerabellum 

(P) Cerabellum 


(C) Lucian 

(C) Lucian 

(C) Lucian 

(C) Lucian 


(D) Arkdain Ruins 

(D) Cave of Oblivion 1 

(D) Citadel of Flame 

(D) Arkdain Ruins 


(P) Crell Monferaigne 

'(P) Villnore 

^(P) Hai-lan 

(P) Arkdain Ruins 


(C)layle 

(C) Badrach 

(C) Shiho 

(C) Crey 


(D) Citadel of Flame 

(D) Arkdain Ruins 

(D) Cave of Oblivion 8 

(D) Citadel of Flame 


(D) Cave of Oblivion 8 

(P) Arkdain Ruins 

(D) Arkdain Ruins 

(D) Cave of Oblivion 2 



(C) Grey 





(D) Citadel of Flame 




Chapter 6 





(P) Villnore 

(P) Hai-lan 

(P) Crell Monferaigne 

(P) Crell Monferaigne 


(C) Badrach 

(C) Shiho 

(C)layle 

(C)layle 


(D) Sunken Shrine 

(D) Lost City of Dipan 

(D) Sunken Shrine 

(D) Cave of Oblivion 5 


(P) Arkdain Ruins 

(P) Crell Monferaigne 

(P) Arkdain Ruins 

(P) Hai-lan 


(ClCreY_ _ 

(Olavle 

.(QCrey 

J[Q Shiho _ 


(D) Lost City of Dipan 

(D) Cave of Oblivion 3 

(D) Cave of Oblivion 1 

(D) Sunken Shrine 


(P) Hai-lan 

(D) Sunken Shrine 

(P) Villnore 

(P) Villnore 


(C) Shiho 


(C) Badrach 

(C) Badrach 


(D) Cave of Oblivion 1 


(D) Lost City of Dipan 

(D) Lost City of Dipan 


Chapter 7 





(P) Hai-lan 

(P) Hai-lan 

(P) Hai-lan 

(P) Hai-lan 


(C) Suo 

(C) Suo 

(C) Suo 

(C) Suo 


(D) Forest of Spirits 

(D) Tombs of Amend 

(D) Forest of Spirits 

(D) Forest of Spirits 


(D) Tombs of Amend 

(D) Forest of Spirits 

(D) Cave of Oblivion 7 

(D) Cave of Oblivion 3 


(D) Cave of Oblivion 7 

(D) Cave of Oblivion 5 

(D) Tombs of Amend 

(D) Tombs of Amend 


Chapter 8 





(D) Palace of the Dragon 

(D) Palace of the Dragon 

(D) Arianrod Labyrinth 

(D) Arianrod Labyrinth 


(D) Celestial Castle 

(D) Cave of Oblivion 6 

(D) Palace of the Dragon 

(D) Cave of Oblivion 7 


(D) Arianrod Labyrinth 

(D) Arianrod Labyrinth 

(D) Cave of Oblivion 4 

(D) Celestial Castle 


(D) Cave of Oblivion 4 

(D) Celestial Castle 

(D) Celestial Castle 

(D) Palace of the Dragon 


(E) Weeping IMy Meadow* 

{E)WiefibigVlf Meadow* 

Meadow* _ . 

_ _ mmmmMeadow* . 

_.J 


"This event may not occur unless you have fulfilled other requirements first. For more information see the Endings Chapter. 
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pecial Events and 
Side Quests 


\OTK 

The Special Events listed in these charts only occur in 
the Normal and Hard modes of the game! 


The events listed on the charts above are triggered by 
Spiritual Concentration. Other events are not neces¬ 
sarily related to the main sequence of events. Here’s a 
look at things you can do in certain towns and places 
during the game. 


Artolia 

Recruitable Characters: Amgrim, Jelanda, and Lawfer 

Place 

Time 

Event 

Private Home 

Chapter 1, etc. 

A Woman Appears 

Tavern 

After Lawfer Event and before Kashell Event 

Kashell and Celia appear 

1 House fltaf Mhi 

When jfrwiifiif is allies 

Obtain 

Camille Villaj^e 

Recruitable Character: Kashell 

Place 

Time 

Event 

Camille Village 

After Kashell Event 

The village is destroyed, Oddrock Caves' gate opens 

Church 

After Kashell Event 

Surviving villager appears 

Graveyard 

When Kashell is among your allies 

Obtain Vainslayer 

1 Graveyard 

When Badrach is among your allies 

Obtain the Handwoven Bandana 

Coriander Village 

Recruitable Character: N/A 

Place 

Time 

Event 

Coriander Village 

Before Aelia Event 

Aelia appears 

Crell Monferaigne 

Recruitable Characters: Janus, Jayle, Llewelyn 

Place 

Time Event 


Tavern 

Before jayle Event 

Jayle and Fahn appear 

Tavern 

After Jayle Event 

The customers' speech changes 

Janus' House 

Before Janus Event 

Janus appears 

‘Janus' House 

When Janus is gmong your allies . 

Get the Raven Slgyer_ 

Forest 

When Lleweyin is among your allies 

Get the Goddess Pendant 

Flenceberg 

Recruitable Characters: Lorenta, Mystina 

Place 

Time 

Event 

Academy 

Before Lorenta Event 

Lorenta appears 

Mystina's Room 

Before Mystina Event 

Mystina and Academy Student appear 

Mystina's Room 

When Mystina is among your allies 

Obtain Infinity Rod 

Gerabellum 

Recruitable Character: Lucian 

Place 

Time 

Event 

Gerabellum 

From Chapter 3 to before Lucian Event 

A fateful meeting occurs 

Gerabellum 

After Lucian Event 

Destruction of Main Street 

Hai-lan 

Recruitable Characters: Jun, Nanami, Shiho, Suo, Yumei 

Place 

Time 

Event 

Inn 

Before Jun Event 

Jun appears 

Inn 

After Suo Event 

The Traveler in the passageway disappears 

Residence 

After Shiho Event 

Old Man's speech changes 

Pleiades Shrine 

When Nanami is among your allies 

Get the Dragonban^ _ " 

Seashore 

When Yumei is among your allies 

Get the Fragment of Lapis Gem 

Lassen 

Recruitable Character: 

Belenus 

Place 

Time 

Event 

Asaka's Room 

When Belenus is among your allies 

Obtain Pressed Flower 
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Villnore 

Place 

Inn 

Inn 


Recruitable Characters: Aelia, Badrach 
Time Event 

Before Badrach Event Badrach appears 

After Badrach Event Ceena's speech changes 


Wecpinj^ Lily Meadow Recruitable Character: N/A 
Place Time 

Weeping Lily Meadow From Chapter 2 

Weeping Lily Meadow After Lucian's Death 


Event 

Weeping Lily Tombstone occurs 
Hrist awakens 


In addition to these events, there are a few dungeon-related events that also occur in the game: 


Place 

Brahms Castle 
Tower of Lezard Valeth 
Arkdain Ruins 


Time 

Chapter 3 and on 

Chapter 4, after the Lorenta Event 

Chapter 7 (Hard Mode only) 


Event 

The Lord of the Immortals appears 

Tower of Lezard Valeth appears on the World Map 

Lyseria Event occurs in the Boss Chamber 
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/. Celestial Castle 

2. Labyrinth of Arianrod 

3. Lost City of Dipan 

4. Arkdain Ruins 

5. Coriander Village 

6. Weeping Lily Meadow 

7. Solde Catacombs 

8. Corhia Cult Headquarters 

9. Villnore 

10. Crell Monferaigne 

11. Forest of Woe 


12. Black Dream Tower 

13. Palace of the Dragon 

14. Sunken Shrine 

15. Artolian Mountain Ruins 

16. Brahms Castle 

17. Clockwork Mansion 

18. Camille Village/Oddrock Caves 

19. Artolia 

20. Nethov Swamp 

21. Salerno Academy 

22. Dark Tower of Xervah 


23. Gerabellum 

24. Lassen 

25. Tombs of Amenti 

26. Cave of Thackus 

27. Flenceburg 

28. Tower of Lezard Valeth 

29. Forest of the Spirits 

30. Dragoncastle Caverns 

31. Hai-lan 

32. Citadel of Flame 




THE FLOW OF THE GAME 













The Adventure Begins 


, Chapter 0 marks the start of your 
I adventure and serves as a tutorial to the 
I most basic systems for Valkyrie Profile. 

! It’s also the only chapter where the 
i sequence of events is identical regardless 
i of difficultv level. 


After you meet with Odin, Freya takes you to Midgard to 
show you the ropes. The advice she gives you is basic, but 
guaranteed to get you through the first chapter or so. 

At the start of every chapter—and indeed before every 
event—you must pause for something called “Spiritual 
(Concentration.” This moment of meditation allows Valkyrie 
to pinpoint where her services are needed next. In this case, 
you must go to Artolia, where your first characters, Amgrim 
and .lelanda, lead extraordinary lives. 

The Flow of 1 

Opening Events J 

Character Recruitment happens mostly in towns and 
involves a narrative cutscene revealing the circumstances 
around the characters’ deaths and their meetings with 
Valkyrie. Most of these events are hands-off, but a select 
few (such as this one) require you to defeat a few enemies 
along the way. 

In (Chapter 0 you must vanquish three monsters before 
you can claim Amgrim and Jelanda and head off to your 
first dungeon experience. In addition to the multitude of 




Chapter 0 at a 

Glance 



Character 

Easy Normal 

Hard 

Amgrim 

X X 

X 

lelanda 

X X 

X 

Dungeons I 

Dungeon 

Easy Normal 

Hard 

Artolian Mountain Ruins 

X X 

X 

Artifacts I 

Artifact 

Easy Normal 

Hard 

Sealed Box 

X X 

X 

Jewelled Blade "Crimrist" 

X X 

X 


cutscenes, three short battles acquaint you with the 
Valkyrie Profile Battle System. Although these 
battles are skewed to ensure your victory, they provide 
enough variety to allow you to start developing the kinds 
of strategies that help your party survive later in the game. 

In this first battle, take control of Amgrim and Lawfer 
to defeat a Lesser Harpy. Although the Harpy’s attacks 
inflict little damage on either warrior, employ some 
strategy to break through its (Jombo Guard. 


Lawfer initiates an 
attack and Amgrim 
follows up. This forces the 
Harpy to guard against 
Lawfer's higher attack, 
leaving the Harpy wide 
open to Arngrim's low, 
sweeping blade. 



The second battle occurs once you learn the true nature 
of the “medicine” that was administered to Jelanda. Both 
Valkyrie and Freya join Amgrim in a battle with the 
demon that Jelanda becomes. 

Use Freya and Valkyrie’s advanced skills to carefully 
time attacks with all three characters and build up the 
Special Attack Gauge. This allows the characters to 
perform their spectacular Purify Weird Soul attacks. 


You can't get the Special 
Attack Gauge to 100 yet, 
but combining attacks 
raises it. 



Finally, take on the evil Lombert. Again, combine 
Valkyrie and Arngrim’s attacks for maximum effect. This 
battle may take awbile to complete, but it’s one you really 
can’t lose. 


Valkyrie and Amgrim 
attack Lombert together 
to inflict maximum 
damage. 
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Pre-Dungeon Check 


J 


Before you enter the first dungeon, the Artolian 
Mountain Ruins, take a few moments to check out your 
new characters. 

Arngrim is a heavy-duty swordsman with high DME 
(Hit Points/HP), good strength, and a bit of a speed prob¬ 
lem (all that heavy armor!). As you learn at the end of 
C^hapter 0, he’s also destined to make up the foundation of 
your battle party' for quite a while, so consider this as you 
equip him and teach him skills. Don’t worry' about cor¬ 
recting his (Character Traits. Instead, concentrate on fun- 
neling all Skill Points into skills such as Fight, Survival, 
Counter, Tactics, and the like. 

.lelanda is the only sorceress your party' includes until 
fJIhapter 2 (depending on Difficulty Level and Game 
Pattern). This gives you enough time to build her skills 
and traits without sacrificing one or the other. For this 
first dungeon, work on increasing her HP with the 
Survival skill and bless her with the First Aid skill. 

After checking out your characters’ stats, take a look at 
their equipment. You can’t make many improvements, but 
you should purchase a couple of extra swords and wands 
through Divine Item. Weapons of mortal manufacture 
break easily, so enter every dungeon prepared for the worst 



Xrtolian Mountain Ruins J 



Artolian Mountain Ruins 
is the first of many dun¬ 
geons you must conquer 
on Midgard. Frey a 
accompanies you on this 
trip, providing clues as 
you need them. 

The objective for this 
dungeon is simple: 

Defeat the undead boss! 
To get there, read through the following list of checkpoints. 





Checkpoint 3: Destroy the 
pillar’s base. 


Checkpoint 4: Defeat 
the boss. 


The Artolian Mountain Ruins is a straightforward 
adventure, especially with Frey a leading you through it. 
The key you need to open the gate to the lower levels 
(behind Door A, to the right of the first Memory Camp) 
lies in a bag in the room on the second floor of the map’s 
first section. Once through the door, you must master the 
art of building crystal ladders if you want to get all the good 
treasure. Watch out for traps in the chests, though. 

In the Easy Dungeon, destroy ing the pillar’s base on the 
lowest level is just a means to some extra Event points and 
two cleverly hidden chests of goods. In the Normal/Hard 
Dungeon, you must knock down the pillar to reach the 
boss. To clear the dungeon, first defeat the Elder Vampire 
and his Dragon Servant Guards, and then make your way 
back to the entrance. 
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••toliaii Mountain Ruins at a Glance 

Dungeon Appearance 

Easy: Yes (Easy Version) 

Normal: Yes (Normal/Hard Version) 

Hard: Yes (Normal/Hard Version) 



Name 

HP 

Weaknesses 

Easy 

EXP Points 

Normal 

Hard 

B 

Dragon Servant 

500 

Ice, Dragon 

900 

300 

210 

■ 

Elder Vampire 

4,800 

N/A 

3,000 

1,000 

700 


Artifacts 

Sealed Box 

Jewelled Blade "Grimrist" 



Event 

Points 

Destroy base of pillar. 

500 

Recover each artifact. 

100x2 

Recover all artifacts. 

3,000 


C ' "Basic Dungeon-Crawling 

Tecitniqiies 

Freya’s job in this dungeon is to help you learn the basics 
of dungeon exploration. Pay attention to her lectures and 
memorize the commands she teaches you. Don’t worry if 
you’ve changed button configurations in the Options menu; 
they’re reflected in the instruction boxes. 

In addition to Freya’s hints, we’ve compiled a few of 
our own. 


Teach “soldier” characters (Valkyrie and 
Arngrini) tlie Counter skill at the start of 
the dungeon level. 

This allows you to counter an enemy’s physical attack 
during battle. When the target character assumes a 
defensive stance, just hit his or her assigned button when 
the enemy attacks. If you time it right, your character 
will counterattack in response. 



















Remember, Jelanda can cast spells using 
the Battle menu. 

Magic Users such as Jelanda have a single “primary” 
spell: this is what their weapon fires during a weapon 
attack, and it’s the basis for their Purify Weird Soul attack. 
However, you can also take advantage of certain spells’ 
multi-target abilities by casting them using the Battle 
menu’s Magic option. For example, Jelanda’s Fire Storm 
spell targets all enemy units when cast this way. 


Using the Battle menu, 
felanda can cast Fire Storm, 
affecting all enemies with a 
single attack. 


■ Prior to engaging the Elder 
Vampire, Frey a removes 
herself from your party. 
However, before taking 
leave, she lends Valkyrie 
the sword, Reiter Pallasch, 
which enables your Battle 
Maiden to perform a Triple 
combo attack. 
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Learn how to use crystals to your 
advantage. 

In addition to building crystal ladders on the dungeon 
walls, you also can use Valkyrie’s Crystal function to 
freeze enemies briefly. Just target and fire! Frozen enemies 
are easy to avoid (they also make unusual stepping-stones 
in an emergency). Or use crystal shards to build small 
steps on the ground. 


Buy extra weapons while you’re in 
Memory Camp. 

Ordinary (not enchanted) weapons break easily in Valkyrie 
Profile, and always when you least expect it. You can pur¬ 
chase weapons and the like with the Divine Item function 
only in Memory Gamps or on the World Map, so make 
sure you have spare weapons before you venture too far. 


To execute an effective 
Guard Crush against the 
Dragon Servants, attack 
once with Valkyrie, follow 
immediately with Amgrim, 
and then finish with 
Valkyrie’s last two attacks. 
This works especially well 
during a round when Jelanda can’t attack. 

After you defeat both Dragon Servants, the Elder 
Vampire should fall easily under the combined strength of 
all three heroes. 


r 

I Tl 


OSS Battle: 

The Elder Vampire 


In addition to the magic 
attacks the Elder Vampire 
throws from the rear ranks, 
you should be especially 
careful with Dragon 
Servants. Unlike most of the 
demons and beasts you’ve 
encountered so far, thevSe 
creatures possess highly 
effective defenses. To break past 
them, focus on one at a time. 


rOaiort 
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Once you descend to the land vvliere these '' 
ruins lie, your first true exploration begins. The 
monsters are relatively weak, so you’ll have little 
problem defeating them as you become familiar 
with your party’s abilities. 


1 Sealed Box 

2 Jewelled Sword "Crimrist" 

3 Eye of Heaven 
Iron-barred Key 

JsjTreasure Search 

6 Vegetable Seed 

7 Vegetable Seed 

8 Vegetable Seed 

Book of Everlasting Life 

UK Lesser Vampire (Blue) x 1 
Chast X 1 

Lesser Vampire (Blue) x 2 
Chast X 2 



Explore the rear chamber 
on the upper level to 
uncover an Iron-barred 
Key. Use It on the locked 
door near the entrance to 
open the remaining ruins 
for exploration. 


Lesser Vampire (Blue) x 3 
Pongo X 2 
1^ Pongo X 1 
Pongo X 3 

Pongo X 3 ^ 

^ BOSS: Dragon Servant x 2, E^e 



The stone platform 
shown Is too high 
for Valkyrie to 
reach just by 
jumping. This is a 
problem because 
it's on the path to 
the dungeon's 
exit! To solve the 
problem, create a 
Big Crystal on the floor in the middle of the gap 
and stand on it to gain just enough height to jump 
to the platform. 


As Freya points 
out, many areas 
offer ways to gain 
experience points 
besides combating 
evil denizens. 
Striking this pillar 
is not only essen¬ 
tial to opening the 
ruins' deepest 
reaches, it also garners you 500 Event points! 





To verify your party's position as you explore 
the mountain ruins, and to learn how much 
terrain they've covered, press ^ to bring up 
the map screen. The rotating jewel displays | 
your current position. "E" marks entrances 
into the area from Midgard; "S" marks 
Memory Camp locations. You can also rotate 
the map and zoom in and out. 
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El<8>^ I 




Entrance/Exit 
Save 

Checkpoints 

ch letters to find 
where door leads. 


tion Two 




Q H 




Beyond the pillar, you’ll find 
■ two lofty platforms with two 
treasure chests. Create a 
crystal ladder to reach the 
platform on the right. Then 
build another Big Crystal and 
explode it by firing another 
crystal at it (in effect, hitting 
■ three times in a row). The 
force of the blast will propel 
Valkyrie to the left side of the 
chamber and onto the platform 
where the other treasure 
chest lies. Take care to avoid 
the trap and you’ll get the 
Treasure Search item. 


Section One 




R as 

BOi^ 


C AITIO-V 

A Memory Camp in the 
middle of a dungeon 
can indicate only one 

! 

thing—a boss nearby! 

1 

k. 

Save your game and I 

*f. 1 

j prepare for impending * - 


1 battle when you run 

into Memory Camps in a * 

dungeon's depths. 
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TffeasureData 

1 

Element Scepter 

2 

Foxglove 

3 

Fire Lance 


Lapis Lazuli 

ED 

Sealed Box 

6 

Jewelled Blade "Crimrist" 

7 

Vegetable Seed 

8 

Treasure Search 

® 

Vegetable Seed 


Iron-Barred Key 

n 

Eye of Heaven 

12 

Book of Everlasting Life 

13 

Vegetable Seed 


Angel Curio 

10 

Savory 

16 

Quartz Gem 

17 Nightshade 
li i ■ 


M » 



C'Al'TIO^ 


Be careful when you enter tall 
rooms from the bottom level. 

If the room has any platforms, 
the monsters living there may 
walk off the edge and fall to 
the ground, usually hitting you 
on the head or instigating a 
battle before you can prepare. 
When entering unfamiliar 
rooms, keep your eyes open 
and your fingers on the Sword 
or Crystal button. _ 


^^diister ncounters 


ii 

Lesser Vampire (Blue) 

m 

Ghast 

m 

Pongo X 3 


Ghast X 2 

m 

Ghast X 2, Lesser Vampire (Blue) ' 

m 

Ghast X 3 

n 

Ghast, Pongo 

'm 

Lesser Vampire (Blue) 


Lesser Vampire (Blue) x 2 


Ghast X 2 

n 

Pongo X 2 

m 

Pongo 

m 

Pongo X 3 

i 

Lesser Vampire (Blue) x 3 

Ghast, Lesser Vampire (Blue) 

' Lesser Vampire (Blue) x 3 ] 

m 

Ghast, Pongo j 

m 

Pongo X 3 ! 

M 

Ghast X 3 I 

m 

2-esser Vampire (Blue) x 2 | 

BOSS: Dragon Servant it 2, i 

Elder Vampire | 


In Normal and Hard modes, the 
Artolian Mountain Uiiins map is larger 
and more complex. 'Fhe basic tenets of 
the dunjseon remain the same, but 
now destroying the pillar is essential if 
you want to get to the boss. Playing 
through this dungeon also gives you r. 
more chances to gain experience 
points and pick up more treasure. 
Look high and low as you explore the 
chambers of the mountain ruins. - 



If getting to the treasure chest suspended 
over a pit of sharp spikes is easy, avoiding 
the trap inside is truly difficult! Wait until 
the floating platform comes within reach 
before opening the chest and triggering the 
bomb. Then hop down onto it and float 
to safety. 



Don't let this simple room fool you! Build a (seemingly 
endless) ladder of crystals to the top of the tower. There, you'll 
find an ample reward for your labor. 
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Section Two 




1^ 


iifr“ 

1^9 

P 

1312 


m _ 




A 


5 6 


M 


ISi 




m 

® iP4 


m Entrance/Exit 
Save 

Checkpoints 


‘Match letters to find 
where door leads. 


E 


Section One 

WjsI 


S 

^ £1 i 

t d 



ills 


The Element Scepter you get from the spike 
pit treasure chest has a remarkable function. 

\ W Equip felanda with it, and during her next 

Purify Weird Soui there's a good chance you'll 
witness the advanced form of her default 
attack spell. With the Element Scepter, Fire 
Storm becomes ifrit Caress and Fire Lance 
becomes Calamity Biast. Both inflict increased 
damage on the entire group of enemies. 

The Element Scepter is fragile, however, so save it for the boss battie! 


I ^ N 

Looking to acquire some of Odin's artifacts? 
Here's the scoop on the two items you're 
offered in the Artoiian Mountain Ruins. The 
Seaied Box has a Pandora-type mystery 
^ attached, but this is one box that refuses to 

open and share its contents with the worid. 
Co ahead and give it up to Odin! The 
feweiled Biade "Crimrist" sounds appealing, 
but in reality it's a less reliable sword than 
the Antler Sword you start with. This is another item that's not worth the loss 
of the S Evaluation points. 




Pressing • while Valkyrie is in 
the crouch position sends her 
sliding a short distance. This is 
useful for getting past the 
tunnels with low ceilings to 
the treasure beyond. 


i 




:\ 
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Chapter 1 


Chapter 1 is the first chapter where you 
are on your own. Althou^jh Freya has 
not ^iven you any requirements for 
Fvinherjar transfer, you are still expected 
to train and transfer at least one of your 
companions during this chapter. I^'ailing 
to do so will start you out on had terms 
with the Aesir. 


Chapter 1 at a Glance 


Rpcruilahle Characters and Level Appearance 



Character 

Belenus 


Easy 

X 


Normal 

X 


Hard 

X 


Easy Normal Hard 

— X X 

— X X 

XX — 

XX — 

— X X 



Without Freya’s requirements, you can prett>' much 
transfer any character you want (other than Amgrim) to 
Valhalla. The top recommendation is Belenus. Llewelyn 
would be number two, except that he has other uses in 
Chapter 3. As for Jelanda, she’s the only sorceress that 
you’ve got until Chapter 2 or 3, so you may want to hold on 
to her for a while longer. 


Artifact 

Crown of Felmar 
Emerald Necklace 
Extreme Guard 
Phoenix Feather 
Secret of Damascus 


Recommended Character: Belenus 
Level: 2 or higher 
Hero Value: 40 or higher 
Skills: N/A 

Special Equipment: N/A 



Forest of Woe 

An evil has plagued these 
once-serene woods and 
all the beasts occupying 
it have gone wild! It’s up 
to Valkyrie to determine 
the source of this mad¬ 
ness and put an end to it 
once and for all. 






Checkpoint 2: 
Defeat the boss! 


Although plenty of beasts will block you, most of them 
shouldn’t pose too much of a threat. Through careful 
navigation of the meandering and heavily wooded trails, 
you’ll reach the heart of the forest where you’ll be able to 
end the madness by defeating the boss and destroying the 
evil possessing these woods. 



A quick trip to the left 
reveals a chest that 
might otherwise go 
unnoticed. 
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Forest of Woe at a Glance 

Dungeon Appearance 

Easy: Yes 
Normal: Yes 
Hard: No 



Name 

HP 

Weaknesses 

Dragon Servant 

soo 

Ice, Dragon 


600 

N/A 

1 Vampire (Blue) 

400 

N/A 


Boss Battle Data 



Name 

HP 

Weaknesses 

Insane Yeti 

S,200 

Fire, Beast 

Artifacts 

Extreme Guard 

Phoenix Feather 



Event Points 


Event Points 

Recover each Artifact 600 x 2 

Recover all Artifacts 7,000 
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Tips and Tticks 


Watch your enemy’s HP gauge carefully. There’s no 
reason to launch a full assault with every hero if just one 
or two attacks will finish your enemy off. Remember that 
the battles, while real-time, are still turn-based, so it’s still 
your turn until you use all of your attacks or end the turn 
through the Battle menu. 


Time your attacks so 
your party works as a 
team to break past the 
Combo Guards of the 
Dragon Servants. 


While nothing in the forest will cause you any grief, take 
the time to explore all the paths that lead through the 
woods. At the end of most of the trails, you encounter a 
chest or two. At the end of one path, you can find two 
Element Scepters, which are pretty good weapons for the 
sorcerers in your party at this point in the game. 


Traveling slowly and 
cautiously isn't a bad 
thing. It allows you to 
see creatures shambling 
through the brush. 


CHAPTER I 

























These snow beasts pack quite a wallop! 
But with .lelanda in the back ranks, yoq 
can inflict a lot of damage on all three of 
them at once with Fire Storm attacks. As 
an added bonus, magic attacks cut right 
through their Combo Guards, allowing 
you to inflict the maximum amount of 
damage with the rest of the party! 

Remember also to counter any failed 
attacks by these abominations (that is, if 
you’ve expended the experience points to 
learn the skill: Counter). 


Boss Battle: 

A Gang of Itisane Yeti 


I 1l^a$ure>J)^U 

Eye of Heaven 
Icicle Edge 
Flare Crystal 
Lapis Lazuli 
I Flare Crystal 


6 Element Scepter 

7 Element Scepter 

8 Phoenix Feather 


Extreme Guard 


Monster Eiie^ters 

... ■ 

Dragon Servant x 2 


Dragon Servant, Lesser Vampire x 2 

Ghast X 2, Lesser Vampire 

Ghast, Lesser Vampire 
■^3 Dragon Servant x 2 

. M 

Dragon Servant x 4 

BOSS: Insane Yeti x 3 

MM 


This Memory Camp marks 
the passage leading to 
the boss. 


Although it's hard to make 
out, behind the snow-laden 
limbs of this tree is the chest 
containing the Flare Crystal. 




SI®- 


£ fi it 


ltiB2 
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Solde Catacombs 


The Solde Catacombs 
appear abandoned from 
the outside, but the cries 
Valkyrie hears indicate 
greater unrest inside. Look 
for a large slab inside the 
catacombs for hints on 
how to lay the wandering 
souls to rest. 


Checkpoints 1-4: 

Move the tombstones to the 
Magic Circles. 


CJheckpoint 5: 

Destroy the Gargoyle and 
open the door. 


Checkpoint 6: 
Defeat the boss! 


The secret to clearing this dungeon lies in the advice 
you are given on a tombstone-like slab: transform the 
Guardian’s resting places. To do this you must look for 
pairs of tombstones (liberally guarded by bands of Dragon 
Servants) and lighted Magic Circles on the ground. 

Destroy the Clargoyle on the lit circle with your sword and 
push or pull the tombstone to its new location. 

The final Magic C^ircle is in front of a locked door. You 
must, however, move the four tombstones to their respec¬ 
tive circles first before attempting to open this locked door! 
When you destroy the stone Gargoyle in its middle, the 
door opens and you can access the Boss Chamber. Then, 
after saving at an out-of-the-way Memory Camp, take on 
the boss to finish cleansing the dungeon. 




Read the slab to discover 
your task in this dungeon! 



CHAPTER I 

























Solde Catacombs 
at a Glance 


Dungeon Appearance 

Easy: No 
Normal: Yes 
Hard: Yes 


J 




Name 

HP 

Weaknesses 

Rj 

Dragon Servant 

500 

Ice, Dragon 

a 

Chast 

600 

N/A 


Lesser Vampire 

400 

N/A 


Boss Battle Data 



Name HP Weaknesses 


EXP Points 

Easy Normal Hard 


Drow Shaman 1,000 Mage 

Ramapithicus 4,000 Beast 


500 350 

3,800 2,660 


Artifacts 

Secret of Damascus 
Crown of Felmar 
Emerald Necklace 


Event Points 


Event Points 

Move Tombstone to Magic Circle 1,000 x 4 

Destroy Cargoyle/Open Locked Door (after moving 4 Tombstones) 5,000 
Recover each Artifact " ' ■ 600 x3 

Recm^ 


Tips and TYicks 


1 


Your assignment in the Solde Catacombs requires you U) 
know how to push and pull the tombstones to their new 
locations. To do this, move Valkyrie next to and facing the 
object you want to push or pull. Then press X and move 
Valkyrie in the direction you want to push or pull the object. 
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Solde Catacombs is also home to several awesome 
treasures: the Status Skills Avoid, Magic Power, and 
Attack Power. One is at the bottom of a well of skulls to 
the right of the catacombs’ entrance. The others are in 
chests scattered throughout the dungeon itself. Don’t leave 
until you’ve found these desirable grimoires. 


Attack Power is a 
required skiii in 
Chapter 4. 


If you haven’t already recruited Llewelyn the Archer, 
you may find it interesting to know that Valkyrie has the 
ability to use bows as well. Equipping Valkyrie with a bow 
gives you a little more flexibility in making your battle 
plans. For example, you can team Valkyrie up with 
Jelanda and attack monsters in the rear row, while your 
swordsmen work on the front line. 


Boss Battle: 

A Pair of Drow Shamans 


The Drow Shamans in the back row present the biggest 
impediment to your success here. While you have the 
benefit of the first attack, it won’t do you any g(H)d unless 
you can take out one of the Drow Shamans in the back 
row. Failing to do this puts one of your characters in 
danger of being knocked out within the next round by the 
Shamans’ Fire Lance attacks (the Drow Shamans have a 
nasty tendency to gang up on one person). 

To counter those Fire Lance explosions from afar, try 
equipping Valkyrie with a bow and team her up with 
Llewelyn (if you have recruited him at this point) so that 
they can work together on defeating one of the Drow 
Shamans in the first round. Regardless, bring a Union 
Plume or two into battle and be prepared to use them. 

Concentrate on taking out the Drow Shamans first and 
then send everyone after the Ramapithicus. 
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CHAPTER 1 

























10 

11 

Section One 




e 




^ ^IL 

12 


TrSiAsure Qata 

1 

Avoid 

2 

Short Bow 

3 

Attack Power 

■® 

1 Fire Lance 

it 

1 Magic Power 

6 

Frigid Damsel 

7 

Emerald Necklace 

8 

Crown of Felmar 


1 Secret of Damascus 

IE 

1 Broad Sword 

n 

Eye of Heaven 

12 

Element Scepter 



Large groups of Dragon 
Servants guard the tombstones. 
Be careful how you approach 
them so that you have the 
upper hand. 


The pre-Boss Memory Camp is 
located under the door. 


To get the last two treasure chests in the Boss Chamber, jump off 
the ladder or shoot crystals at the very edge of one of the platforms. 
The little blue mote in the middle of the crystalline explosion marks 
the location of a hidden step. Use it to reach out-of-the-way places! 


MbMer En«oim|er8 

Dragon Servant x 4 
Dragon Servant, Lesser Vampire (Blue) 
m Dragon Servant, Lesser Vampire (Blue) 
Chast X 2, Lesser Vampire (Blue) 
Ghastx3 

^ Dragon Servant x 3 

m Dragon Servant x 2 

Dragon Servant 

' Chast X 2, Lesser Vampire (Blue) 
r Dragon Servant x 4 ■ ■ ■ 

Dragon Servant x 4 
2^ Dragon Servant 

m Dragon Servant 

BOSS: Drow Shaman x 2, Ramapithicus ^ 

Section Four 


Fall or jump down the well to 
get Attack Power. A hidden 
door in the western wall leads 
you back into the catacombs 
proper. 


m Entrance/Exit 
Save 

Checkpoints 

•Match letters to find 
where door leads. 



e 

fiiL 



Section Three 


1 m 


2 

e i 

gee 

I e e 
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Chapter 2 


At this point, you should have a feel for how 
the game is played. To celebrate that fact, Freya 
has given you your first commission: send her 
soldiers skilled in Tactics, Leadership, and 
Identify. Now you face the challenge of taking 
a raw recruit and molding him into the type of 
warrior that Odin and the Aesir Army need! 


Chapter 2 at a Glance 


Reeriiitahle Characters and Level Appearance* 


Character 

Janus 

fun 

Lawfer 

Nanami 

Yumei 


Easy 

X 

X 

X 

X 


Normal Hard 

X X 

X X 

X X 

X X 

X X 


*Character appearance is based on Difficulty Level and Game 
Pattern. You will not be able to recruit all of the characters 
listed here in Chapter 2. 


Dungeon 

Dragoncastle Caverns 
Nethov Swamps 
Salerno Academy 



Artihiets 


Artifact 

Bark of the Dryad 
Faim Fenn 
Holy Crail 
Inscribed Fragment 
Scarlet Lotus Sword 
Spear "Dark Angel" 

Tiara of the Holy Empress 


Easy 


Normal Hard 

X X 



Transferring a Swordsman skilled in Tactics, 
Leadership, and Identify with a Hero Value of 50 is not 
a challenge at this stage of the game. Use Event points 
from the previous dungeons if you need to give your 
chosen Einherjar a boost. The recommended characters 
for this chapter are l^awfer (Normal and Hard mode 
only) and Jun (all Difficulty Levels). If you did not 
receive either of these characters, you can send any 





other Fighter-ty pe character that you have. Again, 
l^Iewelyn should be retained until Chapter 3 when you 
are asked to send an Archer. 

Recommended Character: Lawfer 

Level: 7 or higher 

Hero Value: 50 or higher 

Skills: Identify, Leadership, and Tactics 

Special Equipment: N/A 


Recommended Character: Jun 

Level: 7 or higher 

Hero Value: 50 or higher 

Skills: Identify, Leadership, and Tactics 

Special Equipment: N/A 




These caverns, created naturally 
over the passage of time, have 
spaw ned legends of warriors w ho 
have ventured in but never 
returned. It’s rumored that these 
caverns received their name from 
their one true guardian. 


(Checkpoint 1: 
Defeat the Boss! 


Like the Forest of Woe, these caverns are pretty straight¬ 
forward, but they contain a lot of branching passageways 
and tunnels that can easily confuse unseasoned warriors. 
While there is no easy, clear-cut way to explore these 
caves without performing some backtracking, you reduce 
the amount of backtracking by choosing a path and stick¬ 
ing with it until you reach its end. 

In addition, you can take two preliminary actions to give 
your party the advantage prior to descending into tlie caverns. 
The first is to revisit Artolia and recover the sword. 
Dragon Slayer, from Amgrim’s house. This step alone 
will save you a w'orld of grief when the time comes. The 
second is to have Jelanda learn either Icicle Edge or Frigid 
Damsel (provided that you haven’t already sent her up to 
Valhalla). Either of these spells can inflict greater damage 
on those monsters here that are weak to Ice attacks. 




The power in this sword, retrieved 
from Arngrim's house in Artolia, 
is incredible! 
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D.ragoncastle Caverns at a Glance 


Dungeon Appearance 

Easy: Yes 
Normal: Yes 
Hard: No 


Enemy Data 



Name 

HP 

Weaknesses 

iil 

Banshee 

400 

N/A 

m 

Current Fish 

1,300 

Fire 


Monstrous Viper 

900 

N/A 


Venomous Spider (Yeilow) 

1,500 

Ice 




Name HP Weaknesses EXP Points 

Easy Nomal Hard 

m Lesser Dragon 9,000 Holy, Lightning, Poison, Dragon 15,000 5,000 — 

Artifacts 

Scarlet Lotus Sword 
Spear "Dark Angel" 

Bark of the Dryad 
Inscribed Fragment 



Event Points 

Recover each Artifact 1,100x2 

Recover ali Artifacts 18,000 


f ^°^Tips ancnricks J 

Freezing enemies is an easy way to avoid encounters as 
well as bring flying beasts down to a level where you can 
easily strike them with your sword to initiate a battle. 

The Venomous Spiders that you encounter here are very 
susceptible to Ice-based attacks, while the Current Fish’s 
weak point is Fire-based attacks. A sorcerer in the party 
can cast magic spells from the back ranks that all but 
eliminate even the largest groups of monsters that you face. 

This dungeon marks the first of many that are pretty big. 
With that in mind, use the Memory Camp save locations to 
save your progress so that you don’t have to replay 
through the entire dungeon should all of your party fall 
victim to the beasts within. 


Til* 

Be careful when countering. A successful counter 
can leave heros open to attacks by other enemies 
during that round, because they cannot use their 
Avoid abilities. 



Til* 

If armed with a bow Llewelyn and Valkyrie can attack 
enemies in the back ranks as well as those in the front. 






jr.,. 
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Til* 

Equip magical weapons with specific abilities, such as 
the Dragon Slayer, only when you absolutely need 
them. This reduces the possibility of breaking them 
during a normal battle, when you could have better 
used them elsewhere in the game. 


\ T^asi^ I^a 

1 Slanting Rain 

2 Aconite 

3 Foxglove 

^4j Spear "Dark Angel" 
MsTscarlet Lotus Sword 

6 Savory 

7 Quartz Gem 

8 Vegetable Seed 
I (9J Long Sword 
||lO|Eye of Heaven 


n Fire Storm 
12 Lapis Lazuli 
: 1,1^ Element Scepter 
^4^ Foxglove 
^S^Nightshade 


16 Lapis Lazuli 

17 Frigid Damsel 
68) Short Spear 


^ Moitfter?|gCQmiter8 

Monstrous Viper x 3 
' Venomous Spider x 2 
’ Current Fish, Monstrous Viper x 2 
Current Fish x 2 
Banshee, Current Fish x 2 
:m Current Fish x 2 
I Current Fish x 3 
Current Fish x 3 
Venomous Spider x 3 
Current Fish, Monstrous Viper x 2 
? Banshee x 2, Venomous Spider 
Banshee x 2, Venomous Spider 
Current Fish x 3 

^Current Fish, Venomous Spider x 3 
Current Fish, Venomous Spider x 2 
Banshee, Current Fish x 2 
Current Fish x 3, Venomous Spider 
Banshee, Monstrous Viper x 2 
^^^Current Fish x 3, Venomous Spider 
j Dragon 


There are two ways to go about this battle. The first (and 
easiest method) is to equip Valkyrie with the sword, 
Dragon Slayer. With it, the first hit the Dragon gets is its 
last. The amount of damage that this blade inflicts on 
Dragon-based enemies is staggering. 


If you didn’t happen to 
pick up the Dragon Slayer 
Sword, all is not lost, but get 
ready for a long, drawn-out 
battle. To survive the power¬ 
ful attacks that the Lesser 
Dragon possesses, such as 
Fire Storm and Inferno 
Breath, keep a close watch 
on your characters’ DME and heal them accordingly. 
From the Battle menu, Jelanda can cast Heal, which 
affects everyone at the same time and recovers more 
DME than the First Aid Support skill. 


BOSS Battle: 

The Lesser Dragon 
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jj^ Entrance/Exit 
S, Save 

Checkpoints 



‘Match letters to find 
where door leads. 


rnr 

1314 



T 


1718 g? 


Section One 








The dungeon's midpoint 
is marked by this Memory 
Camp. Save here to avoid 
having to restart the 
dungeon from the 
beginning. 


After defeating the 
Dragon, make a crystal 
ladder to scale the sheer, 
vertical tunnel and exit 
back to the World Map. 









This other Memory 
Camp signifies that the 
party has reached the 
boss. If you revisited 
Artolia and picked up 
the Dragon Slayer, now 
would be a good time to 
equip it. 



Enter this tunnel to reveal 
another set of passageways 
within the caverns. To the 
left lie multiple chambers, 
each containing two 
treasures chests. 
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Nethov Swamps J 



This marsh is filled with the 
souls of the undead as they 
wander aimlessly through 
this wooded area. While 
some of them can be avoided, 
others must be confronted 
in your quest to determine 
the source of evil here. 


Checkpoint 1: Fell the 
rotting tree. 


Checkpoint 2: 
Defeat the boss! 


To reach the evil permeating this swampy region, you 
must bridge the gap that blocks your way. The murky 
swamp waters do not provide ample footing to allow you 
to jump to higher planes. Chop down the rotting tree that 
you find here, creating a land bridge that allows you to 
cross to the other side. From there, you have to take a 
“leap of faith” into the howels of the swamp to defeat the 
Dragon Zombie. 


Boss Bailie Dala 


Dragon Zombie (Dark Yellow) 13,400 



Nethov Swamp at a Glance 


Dungeon Appearance 

Easy: No 
Normal: Yes 
Hard: Yes 


Weaknesses 


D 

Figment (Blue) 

650 

N/A 

a 

Mantrap Plant 

1,800 

Darkness, Fire 

pi 

Pongo Robustus 

2,300 

1 

Darkness, Beast | 


Vermin 

530 



Weaknesses 


Holy, Fire, Lightning, Dragon 


Easy 

18,000 


EXP Points 
Normal 


I 


Hard 

6,000 4,200 


Artifacts 

Bark of the Dryad 
Inscribed Fragment 


Event 

Points 


Cut down the petrified tree 

5,000 


Recover each Artifact 

1,100x2 


1 Recover all Artifacts 

20J)00 

\ 
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r_ Tips and TVicks ~] 

In areas where you have to wade through the quagmires, 
you won’t be able to jump vers' high. However, with care¬ 
fully timed jumps you can avoid all but the largest swamps. 

You can swing your sword in an upward arc as well. 
This can be helpful while crossing through a swamp 
because, if you must fight, you are the one initiating it 
instead of being caught off-guard. 

Once you’ve jumped off the plateau that leads to the 
boss of this area, you won’t be able to return and recover 
any treasures left behind. So make sure to explore each 
path before descending to take on the Dragon Zombie. 

While most of these denizens are weak to different types 
of magic, you might find that spells such as Frigid Damsel 
and Icicle Edge, in addition to inflicting a good amount of 
damage, incapacitate your enemy. 


: Tir 

i Remember that you don't have to be on the World 
I Map to dole out points to learn new skills. This can 
I also be done while exploring an area, such as a 
I dungeon or castle, as long as you're not in the midst 
I of a battle. 


'Boss Battle: 

[ The Dragon Zombie 


The Dragon Zombie is just as vulnerable to the Dragon 
Slayer sword as the Lesser Dragon from the 
Dragoncastle Caverns was. Equip Valkyrie with this 
sword to make short work of this boss. 

If you engage this beast without the above-mentioned 
artifact, be prepared for a very long battle; while this 
undead dragon is susceptible to Fire, Lightning, and 
Holy-based magics, your regular weapons do little, 
if any, damage. 




TIP 


Members of the party that fall unconscious during 
battle (their DME reduced to 0) do not receive any 
experience points. If you're trying to build up a char¬ 
acter's stats to send him or her up to Valhalla, make 
sure to revive him or her before ending the battle. 



__MeBstep Jncounters 

Figment (Blue) 

^ Figment (Blue) x 2 

Figment (Blue) x 2, Vermin 
Pongo Robustus 
Figment (Blue), Vermin x 2 
1^ Mantrap Plant x 2, Vermin 
Mantrap Plant x 2 
Pongo Robustus x 3 
' Pongo Robustus x 3 
Figment (Blue) x 3 
Figment (Blue), Vermin x 2 
m Figment (Blue) x 3 
Vermin x 2 
I Vermin 


' Pongo Robustus x 2 
Pongo Robustus x 2, Vermin 
Pongo Robustus x 4 
m Mantrap Plant x 4 

Mantrap Plant x 2, Pongo Robustus 
Ife ^Mant rap Plant, Pongo Robustus x 2 
^ Mantrap Plant x 2, Vermin 
Mantrap Plant x 3 
m Vermin x 3 
Vermin x 3 


' BOSS: Dragon Zombie 
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There are two Memor 
Camps. This is th 
pre-Boss one on the othe 
side of the rotting tret 


1 Bark of the Dryad 

2 Inscribed Fragment 
1^3 J Short Spear 

Flare Baselard 
fs Tcure Condition 


6 Quartz Gem 

7 Daemon Slayer 
iBi Charge 
tgTn oly Crystal 

[WWait Reaction 


11 Eye of Heaven 

12 Element Scepter 
Shadow Servant 

^4^ Shadow Servant 
^^Holj^iTstal^^^^^ 


Past the uphill climb, you 
need to leap off of this 
plateau to reach the boss. 
However, once you do, 
there's no turning back! 


To reach the chest on the 
other side of this large 
quagmire, you'll have to 
defeat two groups 
of Vermin. 


1 

\ 

■ 

M 


The treasure located at 
the top of this winding 
path is worth the battles 
that must be fought to 
acquire it. 


119 

BIB |1 21 0 tPIBISl I 

mir ifi fio 




Entrance/Exit 

Save 

Checkpoints 

‘Match letters to find 
where door leads. 
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Salerno Academy 


Wtr- 



Stberna ^desy 


Salerno Academy is the 
site of a botany-obsessed 
researcher’s final experi¬ 
ment. In addition to 
man-eating plants and 
fierce birds, dense 
columns of \ ines obstruct 


the hallways. Figure out the secrets in the 
scientist’s notes and you’ll be half way to 


clearing this dungeon! 



Checkpoint 1: Read the mad 
scientist’s lab notes. 


Checkpoint 2: Bathe yourself in 
the Red Flower’s scent. 


Checkpoint 3: Grab some 
Strong Acid. 


Checkpoint 4: Constrict the 
Red Flower Vine and retard its 
growth with the Strong Acid. 


Checkpoint 5: Breathe in the 
Yellow Flower’s scent. 




Checkpoint 6: (Constrict the 
Yellow Flower Vine and put on 
the corpse’s Perfume. 


Checkpoint 3: Grab some 
Strong Acid. 


Checkpoint 7: Constrict the 
Blue Flow'er Vine and retard its 
grow th with the Strong Acid. 


Checkpoint 5: Breathe in the 
Yellow Flower’s scent. 


Checkpoint 8: Constrict the 
Yellow Flower Vine. 


Checkpoint 9: Bathe yourself in 
the Red Flower’s scent. 


Checkpoint 10: Constrict the 
Red Flower Vine. 


Checkpoint 11 
Defeat the boss: Harpy 
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The trick to clearing this dungeon is found in the pages 
of the scientist’s lab notes. Read them thoroughly before 
proceeding into the dungeon proper! First, you must 
understand the connection between the colored flower 
scents and their corresponding flower vines. The scent of 
the Red Flowers (and you have to wade in the swampy 
water before Valkyrie takes the pinkish scent with her) makes 
any Red Flower Vine contract its tendrils temporarily 
(while you are on that screen only). The scent of the 
Yellow Flowers causes the Yellow Flower Vines to 
contract and the oddly scented, blue tinted Perfume (found 
on a corpse’s body) works on the Blue Flower Vines. Once 
acquired, the flowered scents stay on Valkyrie until they 
are washed off (by a well-placed fountain) or until they are 
replaced by another scent. 


PRIM'S OFFICIAL Sm4TEGYG 



your own sense of direction to plan your route. The time- 

critical part of the scent/vine puzzle ends after you get past " 

the Yellow Flower Vine in Section 5 of the map. 


; TIP 

Having problems figuring out the most direct route? 
Try this: 

After using the Strong Acid on the Red Vine, go left 
i into the room with the Yellow scent. Then go through 

I ' Door H and get the Perfume off the corpse. Take Door 
H to Door I and get more Strong Acid. Co through 
Door C and use the Strong Acid on the Blue Vine. 

, Then take Door C to Door I to the Yellow scent room 
, and retrace your steps (Door I to Door C) and go 




through Door D to the second Yellow Vine. This takes 
you through 14 screens exactly (through Door D to 
the Yellow Vine is the 15th), so you cannot make any 
mistakes! 


Once you get through the gauntlet and into Section 6 of 
the map, bathe in the Red Flower scent, bypass the foun¬ 
tain by taking the shortcut over the roof, and then defeat 
the boss, the Harpy. 


Use the Yellow Perfume on Yellow Vines. 


Use the Perfume from the corpse on the Blue Vines. 


To further retard the regrowth of the Flower Vines, 
apply Strong Acid (a never-ending supply is found in a 
capsule-shaped tank in one of the lab rooms) to the 
constricted vines. This prevents the vine from growing 
back for 15 screens (you can walk through 15 screens 
before the vine regrows). Of course, entering and leaving 
the same screen counts as two screens, so look for the 
most direct route between objectives. Follow the check¬ 
point instructions above and use the maps provided or 
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' jp-nt. i: ac'pnv at a Glance 


Dungeon Appearance 

Easy: No 
Normal: No 
Hard: Yes 



Name 

ia Figment (Blue) 
Mantrap Plant 
Pongo Robustus 
Vermin 


Boss iiallle Data 


HP 

650 

1,800 

2,300 

530 


Weaknesses 

N/A 

Darkness, Fire 
Darkness, Beast 
Flying 



Name 


Harpy (Green) 


HP Weaknesses 

12,000 Fire, Poison, Flying 



EXP Points 

Easy Normal Hard 

30,000 10,000 7,000 


Artifacts 

Faim Fenn 
Holy Grail 

Tiara of the Holy Empress 


Event IVinls 


Event Points 

Use the Strong Acid to weaken a vine 11,000 

Recover each Artifact 1,100 x 3 

Recover all Artifacts 30,000 

Tips and Tricks ) 


(Jetting through the Flower Vine conundrum in Salerno 
Academy can be quite challenging unless you have a 
pretty good feel for the dungeon. To that end, be sure to 
explore the first four map sections, collecting treasure and 
getting your bearings. 

At this point you should have Llewelyn in your party. 
Archers have an advantage when battling flying monsters 
such as the Harpy and the Vermin. Specifically, they have 
a better ehance of hitting a flying creature and knocking it 
to the ground where your swordsmen can successfully 
land their own blows. If you are not a big fan of Archers, 
be sure to teach your Magic User the Attack skill. Wait 
Keaction. This skill allows your mages to call upon a 
familiar to attack while they are recharging from casting a 
spell. Because it acts as a projectile attack similar to a 
magic attack, it cannot be blocked and, as a result, the 
blow sends flying monsters crashing to the ground. 




In addition to taking advantage of these projectile-type 
attacks, make full use of your party’s magic capabilities. 
Because two of the enemies who appear in the halls of 
Salerno Academy are weak to Darkness-type spells, teach 
your mage(s) Shadow Servant. When cast against an 
entire party of Mantrap Plants or Vermin, it is guaranteed 
to cause enough damage to bring a quick end to the battle. 


TIP 

j Because the Mantrap 
Plant's Rhizome Spear 
attack is physical, your 
characters can easily dodge 
and counter the attack. 
When it looks as if multiple 
characters are going to 
dodge the attack, prepare to pull off multiple counter 
attacks—providing you've taught your characters this 
necessary skill! 



f 'Boss Battle: 

[ How to Defeat a Harpy 


At the start of this battle, make use of an Archer’s arrows 
or a sorcerer’s Wait Reaction familiar. However, it is just 
as easy to overwhelm this flying beast by ganging up on it 
with your three best fighters. Equip them with weapons 
that allow them to perform multiple attacks and you’ll fill 
up the Hit Gauge so that you can start chaining together 
special attacks. 
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Tir 

If you find yourself in Came Pattern 2, you might 
want to recruit Janus before attempting this 
dungeon. Once you have him in your party, return 
to his house in Crell Monferaigne to pick up the 
Raven Slayer bow. This weapon does a tremendous 
amount of damage to any flying monster (such as 
a Harpy), knocking the monster out with one or 
two blows. Because it is breakable, limit its use to 
special occasions. 


^treasure^jlfea y 

1 Holy Grail 

2 Faim Fenn 

Tiara of the Holy Empress 
Flame Jewel 

M 51 Element Scepter 

6 Icicle Edge 

7 Slanting Rain 
Eye of Heaven 


Mdri§tei*^J^ncaimter8 

I HOI Vermin x 3 
Vermin x 3 
Vermin x 3 
Pongo Robustus x 2 

^ Mantrap Plant x 4 
j ISI Figment (Blue) x 3 

Mantrap Plant x 2, Vermin 
>ngo Robustus x 4 

Vermin 

m Pongo Robustus x 2, Vermin 
I Figment (Blue) x 2 
I Mantrap Plant, Pongo Robustus x 2 

|ii Mantrap Plant x 2 
m Figment (Blue) x 3 
I Figment (Blue) x 3 
I Figment (Blue) x 3 


Mantrap Plant x 3 


Spells also play a big part 
(the Harpy is weak iigainst 
Fire and Poison spells). 
However, the Harpy always 
begins the battle by casting 
Reflect Sorcery on itself. 

'Fhis effectively prevents you 
from using any magic attacks 
against it for the first three 
rounds. Take care not to let your mage cast any offensive 
magic during this time or it will backfire. Reflect Sorcery 
does exactly as its name implies: it reflects all magic back 
against the caster! 


ojojoj.. com 


In addition to Reflect 
Sorcery, the Harpy also 
relies on a brutal talon 
attack and the electrifying 
Thunder Strike. Keep your 
eye on your party’s DME 
gauges and have Heal Spells 
and/or Elixirs at the readv. 

















Climb the single vine 
here to the rooftops! 
This way you avoid the 
cleansing powers of the 
fountain below. 


Section Six 
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Section Five 
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Section Two 
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j^Q Entrance/Exit 
Save 

Checkpoints 

‘Match letters to find 
where door leads. 



Tired of smelling like 
flowers? This waterfall 
easily washes away the 
most stubborn of scents, 
whether you want it to 
or not. 



Watch out! These skulls 
warp in and out at differ¬ 
ent spots along the wall. 
Unless you want to battle 
a gang of Figments, be 
sure to watch your step! 
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Chapter 3 


Chapter 3 at a Glance 


Recriiitable Cliaraelers and Level Appearance 


Character 

Janus 

fun 

Kashell 

Nanami 

Yumei 


Easy 


Normal 

X 

X 

X 


Hard 

X 

X 

X 

X 


* Character appearance is based on Difficutty Levet and 
Game Pattern. You witt not be able to recruit ail of the char¬ 
acters listed here in Chapter 3. 


Dungeon 

Brahms Castle 
Clockwork Mansion 
Corhia Cult Headquarters 
Qddrock Caves 


Artifacts 


Artifact 

Gargoyle Statue 
Golden Fowl 
Grand Sting 
Incense Burner of Darlis 

Mirage Robe^ _ 

Mirror of Pleiades 


Easy 


Normal Hard 

X X 

— X 

X — 

X X 


Easy 

X 


Normal 

X 

X 

X 

X 


Hard 


. TYansfer 

. Recommendations 

It is remarkably easy to miss out on Freya’s requirement 
for this chapter’s Einherjar transfers. Archers are hard 
to come by, period. In some Game Patterns, they are 
almost impossible to keep until this chapter, too! Still, 
the only two characters so far to fit Freya’s requests 
for an Archer skilled in Survival and Find Trap with a 
Hero Value of 65 are Llewelyn and Janus. Of the two, 
Janus will always have the higher Hero Value. 


The terms set for (Chapter 3 are Archers with 
skills in the areas of Survival and Find Traps. 
Only those Fanherjar witli good reconnaissance 
abilities need apply. Of course, onh two char¬ 
acters so far fit the hill: the youthful I^levvelyn 
and the jaded Janus. UopefuUv you’ve managed 
to recruit and save at least one of the tw o. 


i'-asi 


However, if you’ve been using Llewelyn since you recruited 
him in Chapter 1, his level advances should have pushed 
his Hero Value past 65. 

Recommended Character: Janus 
Level: 8 or higher 
Hero Value: 65 or higher 
Skills: Find Trap, Survivai 
Special Equipment: N/A 

Recommended Character: Llewelyn 
Level: 15 or higher 
Hero Vaiue: 65 or higher 
Skills: Find Trap, Survival 
Special Equipment: N/A 





After a few steps into this shrine, 
you feel the evil that permeates the 
air here. As you wander through a 
series of interconnected chambers 
and corridors, the only sounds are 
your own footsteps echoing through¬ 
out this deserted place of worship. 


Checkpoint 1: Find and defeat the 
sub-boss! 


Checkpoint 2; Trigger the ringing of 
the chapel bell. 




C]Iheckpoint 3: Defeat the boss! 


(Checkpoint 4: Lincover the (Jorhla 
(Cult’s most prized possessions. 

The true nature of the trap 
becomes clear after you’ve located 
the chapel’s only occupant. After defeating this sub-boss, 
the shrine’s “real” boss appears. It releases the souls of the 
damned to wear you down and thwart your progress to 
the bell tower where the boss awaits. 

And don’t think that you can just “freeze” the enemy 
hordes with your crystals either. To trigger the ringing of 
the chapel bell, which brings the boss back, you need to 
defeat at least seven of tlie groups of Undead and company 
now roaming the corridors and catwalks. 




.'[ - 


f.pjTim &s. 



CHAPTER 3 

































Gorilla Cult Headquarters at a Glance 

Dungeon Appearance 

Easy: Yes 
Normal: Yes 
Hard: No 


Name 

HP 

Weaknesses 

Easy 

EXP Points 
Normal 

Hard 

Noble Vampire 

10,500 

N/A 

27,000 

9,000 

- 

Will-O'-Wisp 

6,500 

Darkness 

1,600 

800 

- 


Artifacts 

Gargoyle Statue 
Incense Burner of Darlis 


Event Points 

Recover each Artifact 1,600 x2 
Recover all Artifacts 30,000 

. I 

[ "'Tips and Tricks 


Of the chapel’s 12 treasures, you can commandeer five of 
them prior to engaging with the sub-boss. 

Of the monsters that you’ll encounter, the black Lesser 
Vampires and the Knight Fiends are by far the most diffi¬ 
cult to defeat because they have a lot of hit points and no 
weaknesses. If you encounter a monster group composed 
of these creatures, use your sorcerer to keep the rest of 
your part> healed (both in terms of DME as well as abnor¬ 
malities) while the rest of party works on defeating them. 

The skill Wait Reaction is invaluable in this dungeon. If 
your sorcerer has learned Wait Reaction, that character’s 
familiar can attack even during the rounds where the 
sorcerer cannot. In addition, a sorcerer’s familiar can 
reach into the rear ranks of the enemy. 


Boss Battle: 

The Noble vampire 


Defeating this boss and surviving the battle requires that 
you carefully plan and systematically eliminate your foes 
one by one. Although the Noble Vampire flings Lightning 
Bolts from the back ranks, it’s really the Will-O’-Wisps 
that the party needs to w’orry about. 

In addition to shooting forth lightning bolt attacks, the 
Will-O’-Wisps like to go out with a bang. That is to say, 
w hen their hit points are close to zero, they rush forward 
and explode, attempting to take as many opponents with 
them as they can. 

Once the danger of the Wisps is removed, the Noble 
Vampire should fall rather quickly. 


[ /f you still have two Dragon Slayer swords in your 
possession, equipping a character with one of them 
allows that hero to attack three times per round. This 
I increased attack ability can help even the odds 
I against these four powerful enemies. 


Name 

Draw Shaman 
Knight Fiend 


HP 

1,000 

2,500 


Lesser Vampire (Black) 2,500 

Lesser Vampire (Blue) 400 

Necromancer 1,000 

Thaumaturgist 2,200 


Weaknesses 

Mage 

N/A 

N/A 

N/A 

Mage 

Poison, Mage 
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If your sorcerer's selected spell is Fire Lance, his/her 
Big Magic attack becomes Calamity Blast. This attack 
envelopes every enemy within a huge explosion of 
T flame that inflicts upward of 5,000 points of damage 
on each. This, along with the other characters' 
attacks, might defeat one or more of the Will-O'-Wisps 
before they commit their suicide attack. 


Monster Encpunter 

Lesser Vampire (Black) x 2 

Lesser Vampire (Black) x 2, Thaumaturgist 

Knight Fiend x 2, Lesser Vampire (Blue) 

Lesser Vampire (Black), Necromancer x 2 
m Necromancer, Knight Fiend ' ' 

Lesser Vampire (Black), Necromancer x 2 
\ 1^ Knight Fiend, Thaumaturgist x 2 

Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 
Lesser Vampire (Black), Necromancer x 2 
Lesser Vampire (Black) x 2 
as Lesser Vampire (Black) x 2, Lesser Vampire 
as Lesser Vampire (Black) x 2, Thaumaturgist 
Lesser Vampire (Black) x 2, Lesser Vampire 

f Knight Fiend, Thaumaturgist x 2 

Lesser Vampire (Black) x 2, Lesser Vampire 

li Knight Fiend x 2, Lesser Vampire (Blue) 

Lesser Vampire (Black) x 2, Lesser Vampire 

Lesser Vampire (Black) x 2, Thaumaturgist 

Drow Shaman x 2, Knight Fiend 
*u 

BOSS: Noble Vampire, Will-O'-Wisp x 3 


(vcucu.pi^inncz^cimes. com 


After defeating the sub-boss, 
you must defeat at least seven 
groups of the wandering mon¬ 
sters before you can trigger 
the bell ringing that opens up 
the event. 


Triksui^JPata 

1 Sap Power 

2 Adept Illusion 

3 Cuts 

■ Mithril Ore 
^5 jEye of Heaven 

6 Gargoyle Statue 

7 Incense Burner of Darlis 


8 Ether Scepter 
Lapis Lazuli 
^O^Fairy Ring 
11 Poison Check 


12 Quartz Gem 
- 
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PROFILE 


After you defeat the sub¬ 
boss, look for a piece of 
Mithril Ore in the chest on 
the platform sticking out of 
the wall high above. Reach 
the platform by building a 
ladder of crystals that you 
can then jump from. 



Due to its nearly 
completely obscured 
placement on the bed, the 
Adept Illusion contained 
within this bag can 
easily go unnoticed. 


^Match letters 
to find where 
door leads. 



1011 9 8 


Section Three 



7 6 K 


s 


iB 


IB 


Obtaining the Chapel’s 
Rare Treasnres 


Entrance/Exit 

Save 

Checkpoints 



Retrieving the treasures contained within the four chests on the 
platforms requires expert use of the crystals. While the platforms 
themselves cannot be reached directly, Valkyrie can reach the 
chain that spans them. To reach the chain, first create a large 
crystal (by shooting crystals twice in the same spot) just below 
either platform's edge. 





Once you've gotten the base crystal in place, create two more 
large crystals (one at a time) and shatter them with your sword. 
Place the shattered remains of both the second and third large 




crystal onto of the first large crystal. Pick up the pieces by 


pressing X and set them down by pressing •. 


-^ 

Now, pick up and place one of the chests 

-.■a 

on the mountain of crystals. The chest 


serves as a base that Valkyrie can jump up 

TO - « 

and down on without shattering the 


mountain of crystals below it. 



w 
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While jumping into the air, fire crystals 

bottom of the platform above. After firing 
three shots, the large crystal shatters into a 
globe of sparkling dust. Valkyrie can find foot¬ 
ing on the hidden step inside the circle. As the 
step slowly floats down, jump and grab hold 
of the chain spanning the two platforms. 




From the chain, a simple jump up and to 
the right or left lands you on one of the 
platforms above. Now that you've made it, 
just be careful to avoid the arrow and 
explosion traps that the chests are 
armed with! 



Clockwork Mansion 


The Clockwork Mansion is the 
product of a deranged mind. 

At first glance it seems simple 
enough, but wait until you get 
to the rotating rooms. This 
dungeon is guaranteed to 
make you want to pull your 
hair out as you try to find your 
way to the boss. 

Checkpoint 1: 

Defeat the boss: Chimera. 


In this pagoda, a few enemies 
I lurk in the shadows and 
I behind columns. It is very easy 
I to run into one if you aren’t 
careful! To get through the doors, jump over the high 
thresholds. Pick up the treasure to the east and south of 
the first ladder then head toward the Clockwork rooms. 


Yes, there Is a door there. 
You just have to jump over 
the extremely high sill to 
get through! 



to see how the rooms change and the pathways are 
affected. Check the Tips and Tricks section for 
the solution. 



Use the map to help you 
figure out the right path! 


If you get lost or just stuck, wait a few minutes and a 
Samurai head appears. Touch it and you are warped back 
to the entrance of the rooms. 



Touch the Samurai head for 
a quick trip back to the start 
of the Clockwork rooms. 


Once you’ve made it through the Clockwork rooms, its 
just a quick trip to the Boss Chamber and the Chimera! 


The Clockwork rooms are a five by five grid of rooms 
that rotate when you enter them. You are given a map at 
the start ( I select! turns it off and on) so be sure to watch it 
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Name 

Chimera 


HP Weaknesses 

20,000 Beast 


EXP Points 
Easy Nonnal 


Hard 

12,600 


Artifacts 

Mirage Robe 
Mirror of Pleiades 


part>^ members, so come prepared with at least a couple 
of Freeze Checks equipped on your heaviest hitter and 
your sorcerer. 



f and Tricks J 



After his big attack, the 
Chimera attacks with one head 
every round. Casting Reflect 
Sorcery on your party is a good 
way to protect yourself from his 
magic. After that, just attack en 
masse and he’ll be toast in 
no time. 


The Clockwork Mansion is one of the first difficult Hard 
mode maps. Of them all, this is the most cerebrally 
challenging, so if you like brain-teasers, don’t read the next 
section. The trick to the Clockwork rooms is realizing that 
you may have to move in and out of a room a couple of 
times to trigger the correct openings. 

If you still are having trouble (or just don’t want to 
spend the time figuring the puzzle out!), the correct 
sequence of rooms is as follows: 11, 16, 17, 18, 13, 18, 13, 
12, 7, 2, 3, 4, 9, 4, 9, 14, 15. 



The (Chimera is easy to dispose of if you have the Beast 
Slayer. Just equip it and in a single round, this boss is his¬ 
tory'. If you consider that cheating, then you’ll just have to 
dispose of him the old-fashioned way. 

The Chimera has three heads 
and each one uses a different 
ty pe of magic attack (Fire, 
Poison, and Ice-based). 
Unfortunately for you, he 
initially attacks with all heads at 
once. This attack is guaranteed 
to immobilize many of your 



Plata 


1 Eye of Heaven 


2 Cuts 


3 Adept Illusion 


Mirage Robe 


M 5 j Mirror of Pleiades 


Necrophidius x 2 

Necrophidius x 3 

1 1^ Necrophidius x 2 

I Necrophidius x 3 


Necrophidius x 3 


Necrophidius x 3 

Necrophidius x 3 

BOSS: Chimera ^ j 
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Entrance/Exit 


Save 


Checkpoints 


‘Match letters 
to find where 
door leads. 


» B IL 


L!L 




I I 2 1 3 I 4 I 5 

—i-1-1 -1~~~ 

6 I 7 I 8 I 9 10 

—I-1-1-1— 

II i12i13i14i15 

—I-i-^-\— 

16171181920 

—I—I—I—I— 

21122 23 24 25 


When standing in water, Valkyrie 


cannot jump high enough to make it 


over the door sills. Instead, back up to 


the piece of lumber at the edge of the 
water and jump from there. 1 



Use Valkyrie's grappling 
skills to get across hori¬ 
zontal ladders. Just jump 
up and press t as 
Valkyrie gets into range. 





Checkpoint 4: 
Defeat the boss! 
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Qddrock Caves 


After acquiring Kashell, you 
can open up this optional side 
quest by entering the grave¬ 
yard within Camille Village 
and proceeding up to the 
mausoleum. Deep within the 
caves Kashell’s murderer can 
be confronted at last! 


Clheckpoints 1-3: Freeze (and 
then shatter) the flowing 
columns. 


To reach the boss and clear this dungeon, you must solve 
the puzzle of the sentries and the liquid-like pillars that 
block your path. Your goal here is to effectively place 
crystals and redirect the ice-beam that the sentries fire 
onto the pillars. When an ice-beam hits a pillar, it’s 
frozen solid. 


In their natural state, the 
flowing columns are resilient 
enough to stand up against 
even the sharpest blade. 
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Name 


HP Weaknesses 


EXP Points 

Easy Normal Hard 


Greater Demon 


22,000 Demon 


13,000 9,100 



Artifacts 

Golden Fowl 
Grand Sting 



Event Points 

Freeze and destroy one of the columns at Points 1 or 3 6,000 

Freeze and destroy the column at Point 2 12,000 

Recover each Artifact 1,600 x 2 

Recover all Artifacts 30,000 


Tips and Tricks 

Within this dungeon, you encounter the three Dragon 
Zombies who have made this place their home. Hopefully, 
you’ve managed to keep possession of the sword. Dragon 
Slayer. If so, defeating these lizards will be a snap; other- 
w'ise you better have stocked up on Union Plumes. 



Jumping over the patrolling 
statues is the only way to 
get past them. Otherwise 
you end up like this. 


The stone statues that patrol this mausoleum can’t be 
destroyed or frozen using the cry stals. However, contact 
with them freezes Valkyrie for a short period. It’s best just 
to determine their patrol route and then avoid them. 

Some of the chests found within Oddrock have been 
protected with arrow traps. Jump out of the way to avoid 
getting hit! 

Sometimes it’s best to avoid countering an enemy’s 
attack, especially when facing a group of Lesser 
Vampires. Once you counter, you open up that character 
to the Lesser Vampire’s Hydrophobia attack, which can 
Poison. _ 

r Boss Battle: 

[_ Greater Demon _^ 

This boss is tough! In addition to having a lot of hit points, 
he isn’t weak to anything other than the status of Demon. 

A good strategy for this battle is to attack with everyone at 
once (timed correctly to inflict the maximum amount of 
damage) and hope to combo enough hits to raise the 
Special Attack Gauge to 100 so you can use the heroes’ 

Big Magic attacks. 

Keep track of your heroes’ DME and use the Battle 
menu to cast a Heal spell on the entire party or use Elixirs 
on an individual. As long as you do this, you shouldn’t 
have any problem keeping your party alive and defeating 
this boss, even if it takes awhile. 
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Section Five 


: Data. 

1 Bastard Sword 

2 Flare Baselard 
Defend 

r4jGolden Fowl 
TsTCrand Sting 

6 Dragon Slayer 

7 Sap Guard 
Eye of Heaven 

r^Warhammer 

fiojfrick Step 


Tffoffeter j^oii^ters 

Knight Fiend x 2, Lesser Vampire (Blue) 
Dragon Zombie (Dark Yellow) 

Knight Fiend x 2, Lesser Vampire (Blue) 

\ Lesser Vampire (Black) x 2 
I Knight Fiend x 2, Lesser Vampire (Blue) 

* 1^ Knight Fiend, Necromancer 
^ Lesser Vampire (Black) x 3 

Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 
Knight Fiend, Necromancer 
Knight Fiend x 2, Lesser Vampire (Blue) 
Dragon Zombie (Dark Yellow) 
fP i Drow Shaman x 2, Knight Fiend 
' Lesser Vampire (Black) x 3 
V lii Drow Shaman x 2, Knight Fiend 
m^Lesser Vampire (Black), Necromancer x 2 


£ 


IBf Dragon Zombie (Dark Yellow) 
m Lesser Vampire (Black), Necromancer x 2 
BOS^Greater Demon . mjlI 


Use careful timing to 
dodge the first statue 
guard and avoid the 
ceiling-mounted sentry. 
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A Bastard Sword is yours 
once you defeat this 
Dragon Zombie. 


Once a flowing column 
has been frozen, you can 
destroy it with a swipe of 
your sword and continue 
into the areas beyond. 


Getting caught by a 
blast from the sentries 
freezes you, as does 
making contact with the 
stone guards. 


iBje 


te n 


Section Four 


Section 

Three 


Entrance/Exit 

Save 

Section One Checkpoints 


‘Match letters 
to find where 
door leads. 
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What's this? There's another column but no sentry 
posted nearby. You'll have to set up three crystals to 
"bounce" the ice-beam from its source to strike the 
second column. Stand as shown here and then jump 
upward and shoot a crystal. If you do this correctly, 
the beam deflects down and to the left. 


The place where the sentry! 
shoots its ice-beam is \ 
obscured by the stone 
pillar. But, If you watch 
where the beam strikes 
the floor, you should have 
a good idea where to 
place the crystal. 


After correctly placing the third crystal, the ice-beam will 
bounce off all three and hit the column, freezing it. 
Congratulations! You're now one step closer to the boss. 


r Brahms Castle J ‘ 


This strange castle, belonging to the Vampire Lord, 
Brahms, appears suddenly, without fanfare, in Chapter 3. 

It is not an official part of your quest and you will not be 
directed there through Spiritual Concentration, but as with 
Oddrock Caves, there are definite benefits to exploring this 
unusual dungeon. 

The lore states that this castle appears at dusk and disap¬ 
pears with the dawn. The result is a strict four-minute time 
limit that starts counting dowm the moment you enter the 
castle. After your four minutes are up, you are unceremo¬ 
niously dumped back outside on the World Map. 
Fortunately, you can enter as many times as you like. 





The countdown clock starts 
as soon as you enter the 
castle. Don't just stand 
there waiting! 

Because this is an optional dungeon, there are no objec¬ 
tives or checkpoints other than those you create yourself. 
Our suggestion is that you split your adventuring into t>vo 
(or three) trips over Chapter 3 and Chapter 4. (^heck out 
the Tips and Tricks section for the explanation. 
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Brahms Castle at a Glance 


Dungeon x4ppearance 

Easy: No 
Normal: Yes 
Hard: Yes 


Enemy Data 



Name 

HP 

Weaknesses 

B 

Demon Servant 

2,000 

Demon 

Eg 

Lesser Vampire (Black) 

2,500 

N/A 

B 

Succubus 

2,000 

Holy, Demon 

H 

Vampire Lord 

5,000 

N/A 


Suh-Boss Battle Data 1 


Name 

HP 

Weaknesses 


Ram Guardian 

25,600 

Dragon 



EXP Points 

Easy Normal Hard 

— 13,000 9,100 


Boss Battle Data 


Weaknesses 


Brahms 


52,000 



If you are trying to trigger the A ending, an event in this 
dungeon plays a large role in your success. For this reason, 
stay away from the Boss Chamber until Chapter 4. But, 
there’s no reason why you can’t explore the rest of the 
dungeon beforehand. 

In Chapter 3, you should clear this dungeon of all treasure. 
If you are playing in Hard mode, do this before you enter 
the Clockwork Mansion. Inside these walls is a sword 
called the Beast Slayer which is guaranteed to take out 
any Beast-type enemy in a single turn. Because the boss in 
the Clockwork Mansion is a Beast-type monster, this 
weapon comes in handy. 


The Beast Slayer takes out all 
Beast-type monsters in a few 
strokes. It is a delicate 
weapon, however, so use it 
sparingly. 



Easy 


EXP Points 
Normal 


Hard 

0 


This castle is full of long hallways, so use the maps wisely 
so that you don’t get lost. Go backw ard through Doors N 
and B and then circle around the building through Doors 
R, H, I and M, picking up the treasure as you go. Going 
through Doors J and A takes you back to the entrance, 
while Doors K and D take you to the main section of the 
dungeon. Upstairs and to the right you’ll find precious ore 
and the handy Stone Torch in rooms right before you 
reach the castle’s sub-boss, a hardy Ram Guardian. 

If you are trying to get the A ending, do not go down the 
hallway to the left, past the Memory Gamp crystals! The 
meeting with Brahms (an event called “Lord of the 
Immortals’’), is one better left for Chapter 4, because it 
plays a large role in the Seal rating manipulations needed 
to trigger the A ending. (For more information, see the 
Endings Chapter.) 

"Boss Battle: 

Brahms and the Ram Guardian 

At the top of the stairs and to the right in Section Three 
stands the toughest foe you’ve encountered so far, the Ram 
Guardian. The only weakness this monster shows is to 
Dragon-imbued weapons. A Dragon Slayer makes this 
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E 



B s m 

I 






battle very quick and easy 
(two blows is all it takes). 
If you are without one of 
these items, teach your 
mage(s) the Stone Torch 
spell before the battle. 
Stoning or freezing this 
monster is a good thing. 


If you decide to fight him, you'll find that your weapons do 
little damage while his do a lot! 


Don't give into the temptation! 
You cannot defeat Brahms 
(unless you cheat)! 


Fear its attacks, because a single Advance Sword X 
attack can easily wipe out your best character with a single 
blow. Combo attacks work well against the Ram Guardian 
and you should perform chains of special attacks against it 


as well. Union Plumes and/or 
a must. 


the spell Invoke Feather is 

With Brahms, you are 
given the opportunity to 
fight him or to reconsider. 
Reconsidering takes you 
closer to getting the A 
ending, while fighting him 
gets you killed. Brahms is 
too well guarded for you to 
be able to inflict any real 
damage. Because there is 
no benefit to the battle, it’s 
better just to forego the 
temptation. 


treasure Data 

1 Heal 

2 Savory 
Stone Torch 

G) Baselard 
5 |unicorn Horn 

6 Moonflax 

7 Combo Counter 


8 Nightshade 
^ Normalize 
Vegetable Seed 


11 Burgundy Flask 

12 Throw 

13 Beast Slayer 
Warhammer 
Lapis Lazuli 


16 MithrilOre 


r 4 


II Vampire Lord 
’ Vampire Lord 

Ram Guardian (Sub-boss) 
m Lesser Vampire (Black) x 2, 


Vampire Lord 
Vampire Lord x 2 


Demon Servant 
m Demon Servant x 2 
m Demon Servant x 2 
m Demon Servant 

Lesser Vampire (Black) x 2 


Demon Servant 
IS Succubus 
m Succubus X 2 

I Lesser Vampire (Black) 

L Vampire Lord x 2 

BOS S: Brahms . >i ^ jVjt] 


m Entrance/Exit 
Save 

Checkpoints 


•Match letters to find 
where door leads. 
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Chapter 4 


Chapter 4 at a Glance 


Recruitahle Characters and Level Appearance* 


Character 

Aelia 

Janus 

Jun 

Lorenta 

Nanami 

Easy 

X 

X 

X 

Normal 

X 

X 

X 

X 

X 

Hard 

X 

X 

X 

- m 

Yumei 

— 

— 

X 

*Character appearance 

is based on Difficulty Level and Game 

Pattern. You will not be able to recruit all of the 
characters listed here in this chapter. 


Dungeons 




Dungeon 

Easy 

Normal 

Hard 

Black Dream Tower 

X 

X 

— 

Cave of Thackus 

— 

X 

X 

Dark Tower of Xervah 

— 

— 

X 

Tower of Lezard Valeth* 

— 

X 

X 

*Appears at the end of the Lorenta Event. 


Artifacts 




Artifact 

Easy 

Normal 

Hard 

Bewitching Statue 

X 

X 

— 

Bracelet of Zoe 

— 

X 

X 

Coin of Fortune 

— 

X 

X 

Fairy Bottle 

X 

X 

— 

Holy Sword "Seraph^ 

— 

— 

X 

Manual of Resurrection 

— 

— 

X 

Spear "Basilisk" 

— 

— 

X 

--\ 



This chapter is a good place to transfer some of the backlog 
of sorcerers recruited in the previous chapters. The main 
thing is that you send up characters who match the other 
requirements (Hero Value 80, Trick, Hear Noise, and 
Demon Int.) and equip them with the Angel Lips item. 

You can purchase this cheaply from Divine Item. 


PRBLVS OFFICIAL STRATEGY Gllllj 


If you are playing in Hard mode and attempting to 
get the A ending, this ehapter is crucial to the plot 
and requires great time management on your part. 
In an attempt to make Linherjar transfer some¬ 
what less difficult, Freya has asked for negotiators. 
Because there is no Negotiator character class, you 
are free to send whomever ytm like as long as he or 
she meets the other requirements. 


If you are playing in Hard or Normal mode and 
attempting to get the A ending, then your timing here 
is crucial. Transfer your Einherjar at the very start of I 
the chapter before you start watching the required 
events and recruiting other characters. See the Endings 
Chapter for more details. 


Recommended Character: Any Sorceress 
(except Yumei) 

Level: 7 or higher 
Hero Value: 80 

Skills: Hear Noise, Trick, Demon Int. 

Special Equipment: Angel Lips 

Recommended Character: Any Character 
Levei: 7 or higher 
Hero Vaiue: 80 

Skills: Hear Noise, Trick, Demon Int. 

Special Equipment: Angei Lips 



One of the strangest areas 
that you will explore in 
Midgard, the Black Dream 
Tower, is like no other castle 
or set of catacombs that 
you’ve ventured into so far. 
It’s alien in nature, and it’s 
quite possible that many 
adventurers have gone mad 
exploring its weirdly patterned corridors and chambers. 
Making your way through the citadel is further complicated 
by the fact that you must continually navigate back and 
forth betw'een its five “layers” to reach your destination 
and confront the boss. 


Checkpoint: Defeat the boss! 


A wise party is well prepared and equipped. The sheer 
number of monsters that you will encounter coupled with 
their endurance levels will leave even the most war-hard¬ 
ened veterans exhausted. Using the Divine Item feature 
from the menu system, be sure to stock up on items such as 
Elixirs, Noble Elixirs (which recover 99 percent of the lost 
DME for all of the members of your parU ), and Union 
Plumes prior to entering the tower or in between battles. 
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Once inside, take advantage of the built-in map feature 
((01) to navigate your way through this bizarre fortress. 
Due to the sheer number of passageways, you can easily 
■ . become disoriented. 

> Black Dream Tower at a Glance 

'.uS 

4^,.. Dungeon Appearance 

" . Easy: Yes 

' ^ Normal: Yes 

Hard: No 



Name 

HP 

Weaknesses 

1^1 Crave Mist 

2,500 

N/A 

1^^ Harpy (Blue) 

6,000 

Flying 

HHI Lesser Demon 

2,400 

Mage 

1^1 Monstrous Glowfly 

7,000 

Darkness 




By rotating the map to its 
extremes, you can determine 
the corridors leading from a 
room that you haven't 
explored yet. 


Name 

HP 

Weaknesses 


EXP Points 





Easy 

Normal 

Hard 

^1 Dragon-Tooth Warrior (Red) 15,000 

Holy, Dragon 

10,800 

3,600 

- 

Wise Sorcerer (Green) 

12,500 

Mage 

45,000 

15,000 

— 


Artifacts 

Bewitching Statue 
Fairy Bottle 


Event 

Recover each Artifact 
Recover all Artifacts 


Points 

2,100x2 

55,000 


■^ips and Tricks 


J 


Many of the treasure chests in the Black Dream Tower 
are easy to miss because the foreground walls obscure 
them. Take your time when traversing the corridors to 
look for tlie tops of chests that peek out from behind the 
natural features of these hallways. 

With carefully calculated attacks, you can eliminate an 
entire group of Monstrous GlowTlies. First, your sorcerer’s 
primary active spell should be set to Fire Lance. This 
allows him/her to perform Calamity Blast, a fire-based 
attack that affects all the enemies. Next, “whittle” the HP 


Noise Arrow appears as a Support skill (type B) when a 
i character has a bow-type weapon equipped. This skill | 
prevents the enemy struck by a successful attack from 
casting magic. 


of all of the Glowflies to just above half of their maximums. 
Finally, execute a combo attack with enough of your 
characters to raise the Special Attack Gauge to 100, so 
that your sorcerer can perform a Big Magic attack. 
Calamity' Blast should eliminate most, if not all, of them in 
a single attack. 


Remember that you always have the option to "flee" 
a battle (using the option from the Battle menu) if 
things start to look grim. However, your escape 
attempt can fail or be thwarted. When this happens, 
it effectively ends your turn and you must prepare for 
another enemy assault. " 
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' Boss Battle: The Wise 

Sorcerer and Dragon-Tooth Warrior 


After disposing of the demon, you can concentrate all 
your efforts on the sorcerer. Equip your warriors with 
weapons that are imbued with magical properties (those 
that do extra damage of a magic type) to inflict more 
harm on this wizard, whose only weakness is magic. 

Be sure to keep careful watch of DME levels for all the 
individuals in your party. Even with the skill Guts 
equipped, you can’t always count on it to work when a 
character’s DME reaches zero. 

While waging war on the mage, you may find it more 
effective to have the sorcerer in your party provide 
support in the fonn of using items on others or casting the 
spell Heal. Unless all of your characters are performing 
well and their DME’s are relatively high, refrain from 
initiating a magic attack that renders your sorcerer 
useless for the next few rounds. 


Instead of repenting and pleading for redemption, the 
fanatic stands fast against the demon that led him down 
the path of damnation. Eortunately, with a Dragon Slayer 
Sword equipped, the Dragon-Tooth Warrior can be put 
down in a single round. Initiate a magic attack on the 
dragon-demon first to eliminate his Guard Block so that 
the blows of your Dragon Slayer find their mark. 


After the Dragon-Tooth 
Warrior is defeated, the Wise 
Sorcerer casts Possess on 
himself (as shown here). This 
spell completely repairs any 
damage he has received in 
the battle up until now. 


Tir 

When out of battle, it is more cost-effective to use 
Elixirs on individuals as needed. However, during 
battles, use Noble Elixirs (if you possess them) 
because they heal all the party members at the cost 
of only one character's action for that round. 


CHAPTER 4 



















The skill Dancing Sword, found in the 
chest shown here, when learned by a 
sorcerer, allows its user to counter-attack 
with two swords that materialize out of 
thin air after successfully defending or 
evading an attack. 


A powerful sword lies 
within this chest. Its blade 
is so sharp it can cut 
through the ethereal 
material of the spirits as 
well as those creatures 
bound by flesh. 


... fiSTt" 

_ 13J 


Section 

Five 


Entrance/Exit 


<^> Save 

*Match letters to find 
where door leads. 


To reach the first platform 
above, you must create a 
crystal to stand on so you 
can jump high enough to 
reach it. 


To reach the next platform 
above, build a ladder of crystals 
to reach the chain that spans 
this chamber and cross it hand¬ 
over-hand. 
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Data 

|T5Sfstei,^Encouiiters^*^ 

^ 1 Fairy Bottle 

^ SK Grave Mist x 3, Harpy 

1 2 Bewitching Statue 

Lesser Demon x 2 

[ 3 Auto Item 

^ Grave Mist, Lesser Demon x 2 ■ 

J^^Vainslayer 

^^^Monstrous Glowfly x 2 ^ 

(5|Splash 

^ Harpy ' 

6 Quartz Gem 

^ ^ Harpy x 2 

7 Hit ’ 

Grave Mist x 2. Lesser Demon ; 

8 Dancing Sword 

Monstrous Glowfly x 3 i 

^ 9 ] Flare Baselard ^ 

1 Lesser Demon x 2 

^^Noise Arrow i 

Grave Mist, Harpy 

11 Element Scepter 

* 1^ Grave Mist x 2, Lesser Demon 

12 Warhammer 

Grave Mist, Lesser Demon x 2 

13 Eye of Heaven 

Harpy x 2 ' 

L Lightning Bolt j 

Monstrous Glowfly x 3 


Grave Mist, Harpy 


^1^ Monstrous Glowfly x 3 


BOSS: pragon-TdijifSMSCQ > 


(Red), Wise $orcerilrMGi;e(e«L '^ 4 





'ower of Lezard Valeth 



This dungeon forms the climax of Lorenta’s recruitment 
scene. Lorenta dies, Valkyrie picks her up, and you end 
up inside the tower next to a handy Memory Camp. You 
can either stay to finish the job or leave. Playing through 
at this point saves you from paying the two-period price 
for entering a dungeon. You can, however, exit by returning 
to the roof. 



Checkpoint 1: Turn on the 
switch with your sword. 


(Checkpoint 2: Again, flip the 
switch with your sword. 




Checkpoint 3: Take the 
teleporter to Point 4. 




Checkpoint 4: Defeat the boss, 
Lezard Valeth. 


There is lots to see and do in this dungeon, so be sure to 
take time out from the hunt for Lezard to seek out all of 
the treasure. 

Head down to the basement floors using a combination 
of elevators and stairs. There are two elevator shafts (one 
on the right and one on the left). The left one goes down 
seven stories to five rooms and on the right there are two 
elevators. One handles the top three floors and the other, 
the bottom four floors. The elevator runs automatically, 
making brief stops at all of its floors before heading back 
up to the top. Keep count to keep from losing your way. To 
get to the basement, take the left elevator down two stops 
to Door J. Then take the stairs down through Doors I and 
M to Door L and the bottom of the two right elevators. 
Take that elevator down a stop to Door V and you are all 
but in the basement. 





The elevator runs automati¬ 


cally, so forget about 

m 

selecting a destination 

L_ z _ 

and just enjoy the ride. 


The basement is marked by glowing red graffiti and 
hordes of monsters. Wade through them to get to the two 
rooms with the teleporter switches. Activate them botli 
with a thwack from your sword and you’ll find two lit 
magic teleporters by Doors T and R in Section One. The 
one in the basement next to the Memory Camp takes you 
to Lezard Valeth’s Lab. The one near the entrance to 
the basement takes you to a floor with three nice items, 
including the Creation Gem. 
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EXP Points 

Easy Normal Hard 

7,500 2,500 1,750 

— 00 


Tower of Lezard Valeth al a Glance 

Dungeon Appearance 

Easy: No 
Normal: Yes 
Hard: Yes 


Name 

HP 

Weaknesses 

1^1 Bloodsucker 

4,000 

N/A 

Dragon Zombie (Blue) 

24,000 

Lightning, Dragon 

1^1 Dragon-Tooth Warrior (Red) 

15,000 

Holy, Dragon 

Fatal Glimmer 

9,200 

Darkness 

Manticore 

13,000 

Beast 

1^ Wise Sorcerer (Dark Yellow) 

4,400 

Poison, Mage 


Name 


HP Weaknesses 


Dragon-Tooth Warrior (White) 14,000 Dragon 

Lezard Valeth 10,000 N/A 



k 

C_ Tips and Tricks J 

This dungeon is both big and difficult. There are tons of 
enemy units guarding every' corridor and swarms of them 
in the basement where the switches and teleport pads are 
located. Bring your most experienced fighters. 

Many of the monsters in the tower can be defeated 
easily with the Dragon Slayer or Beast Slayer. The 
Beast Slayer is found in the Brahms Castle while you can 
get a Dragon Slayer from Amgrim’s house in Artolia. 
Remember that these swords are very fragile, so do not 
use them in normal battles. 





1 

_ 

The Dragon Slayer takes out 
Dragon Zombies with one 
blow. It also works on 


Dragon- Tooth Warriors! 


Before you leave the Tower, be sure to pick up the 
Creation (lem. This jewel allows you to perform mid-level 
transmutations, increasing the number and type of items 
you can create from your old Junk. 



Take the second teleporter between Doors R and 5 to find 
the Creation Cem. 
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r^^^Boss Battle: 


1 Lezard Valeth 



If you have a Dragon Slayer in hand, this battle will go 
much easier and faster. Lezard Valeth arrives with two 
Dragon-Tooth Warriors. The white variety are just as 
difficult to defeat as the red, and you have to do it while 
Lezard is pummeling you with magic. With the Dragon 
Slayer, you can take out both Dragon-Tooth Warriors in 
one (maybe two) rounds. 


With the Dragon Slayer, 
defeating the front line of 
monsters is easyl 



Because Lezard Valeth is a sorcerer. Reflect Sorcery is a 
great way to counter his magic spells. Of course, he can do 
it too, so you may want to save your sorcerer for casting 
defensive spells. As long as he sticks to magic spells and 
you can counter, you’ll be fine. 

Lezard’s special attacks are very strong, but survivable if 
your characters have DME in the 10,000 to 15,000 point 
range. Guts is also a good skill to have maxed out for this 
battle, just in case. 



1 

Normalize 

10 

Ether Scepter 

2 

Base Metal 

11 

Timer Ring 

3 

Splash 

12 

Creation Gem 


Frigid Damsel 


Teachings of Asa 


[ Nightshade | 


j Warhammer ' 

6 

Citrine 

15 

Eye of Heaven 

7 

Lapis Lazuli 

16 

Bastard Sword 

8 

Dancing Sword 

17 

Citrine 


Book of Everlasting Life 

® 

Icicle Edge 
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Monster Encotiiilers 

HH Blood Sucker x 2 

Dragon Zombie (Blue) 

Manticore 
‘ Manticore 

Dragon Zombie (Blue) x 2 
Blood Sucker, Wise Sorcerer (Dark Yellow) 
m Dragon-Tooth Warrior (Red) x 2 

Dragon-Tooth Warrior (Red), Fatal Glimmer 
Dragon-Tooth Warrior (Red) x 2, Fatal Glimmer 
Dragon-Tooth Warrior (Red) x 2, Fatal Glimmer 
m Fatal Glimmer x 2 

18 Dragon-Tooth Warrior (Red), Wise Sorcerer (Dark Yellow) x 
Blood Sucker x 3 

f Blood Sucker x 2, Wise Sorcerer (Dark Yellow) 

Blood Sucker x 2, Wise Sorcerer (Dark Yellow) 
f Fatal Glimmer x 2, Wise Sorcerer (Dark Yellow) 

Blood Sucker, Wise Sorcerer (Dark Yellow) 

Fatal Glimmer x 4 
ij^^^Blood Sucker, Fatal Glimmer 
■ y*.* Fatal Glimmer x 2, Wise Sorcerer (Dark Yellow) 

Blood Sucker x 2, Wise Sorcerer (Dark Yellow) 

II Dragon-Tooth Warrior (Red), Wise Sorcerer (Dark Yellow) x 
m Manticore 

Dragon-Tooth Warrior (Red) 

Vi? Dragon-Tooth Warrior (Red), Fatal Glimmer 
m Manticore 
m Blood Sucker x 2 
m Wise Sorcerer (Dark Yellow) 

Blood Sucker, Fatal Glimmer 

Blood Sucker, Wise Sorcerer (Dark Yellow) x 2 

Blood Sucker x 2 

Dragon-Tooth Warrior (Red), Blood Sucker 
m Blood Sucker x 3 
Fatal Glimmer x 2 
Dragon Zombie (Blue) x 2 





Manticore 

^ 'BOSS: Dragon-Tooth Warrior (White) x 2, Lezard Valeth 3 
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Section Four 

EE Entrance/Exit 
Save 

Checkpoints 

‘Match letters to find 
where door leads. 


Section One 
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The Sluice Gate, which keeps 
pollution from invading the 
sliores, has weakened and 
must be resealed. You must 
find a way to reseal it before 
it breaks, letting hundreds 
of thousands of gallons of 
polluted waters into the 
nearby shores. 



Checkpoint 1: Speak with 
the sorceress’s ghost and 
obtain the “tool” necessary 
to renew the seal by examin¬ 
ing the sorceress’s corpse. 


Checkpoint 2: Charge the 
sphere below to activate the 
console above. 




Checkpoint 3: Activate the 
console to close the seal. 


Checkpoint 4: Examine the 
waning seal. 


(Checkpoint 5: 
Defeat the boss! 


The seal at the end of this 
series of caverns is about to 
break. You must navigate 
through the tunnels and water-filled chambers and set a 
new seal in place to prevent the flow of pollutants from 
reaching the shores of Thackus. A sorceress that you find 
along the way provides the information and tool that you 
need to put the new seal in place. 



Cave of Tliackus at a Glance 

Dungeon Appearance 

Easy: No 
Normal: Yes 
Hard: Yes 


Enemy Data 


Name 

HP 

Weaknesses 

Crab Giant 

1000 

Fire 

m Dragon Zombie (Dark Red) 

15,000 

Holy, Dragon 

Harpy (Blue) 

6,000 

Flying 

Monstrous Clowfly 

7,000 

Darkness 

Mire Creeper 

2,200 

N/A 


Boss Battle Data 
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Artifacts 

Bracelet of Zoe 
Coin of Fortune 


1 Event Points 


Event 

Points 

Hit the floating ball with a crystal 

2,000 

Examine the console and shut the seal 

15,000 

Recover each Artifact 

2,100x2 

Recoverall Artifacts _ __ 

60,000 

Talk to the sorceress again after defeating the boss 

500 



ips and Tricks 


A few areas in this dungeon require you to jump across 
“platforms” of sorts. Take the time to clear out any lurking 
monsters first to eliminate the possibility' of any unanticipat¬ 
ed battles while performing aerial acrobatics. 

If you “cut lose” all of the lilies without successfully navi¬ 
gating through the area, you can “reset” the room by exiting 
the way you came in and then reentering. 

Speak with the sorceress before you exit the caverns after 
defeating the boss. This nets you an additional 500 experi¬ 
ence points. 



Your party will be at the mercy of the Kraken until you can 
bring it to the front ranks by defeating the Grab Giants, Not 
only can this giant squid cast magic spells that affect all your 
heroes, but it can also rush forward and pummel a charac¬ 
ter to death in a single round. For this reason alone, concen¬ 
trate on eliminating the Crab Giants as quickly as possible. 

Performing combo attacks on the Grab Giants seems to 
yield a greater amount of damage when the first character’s 
attack flips the crustacean into the air and exposes its softer 
underside for subsequent attacks. 

The Kraken is a pretty resilient creature and even 
without the horde of Grab Giants protecting it, it will take 
quite awhile to defeat. Due to its rubbery' hide, edged 
weapt)ns do little or no damage, so rely on your spellcasters. 



Monster fneouulers 

II Mire Creeper x 2 
^ Harpy 

Dragon Zombie (Dark Red) 

Mire Creeper x 2 
Mire Creeper x 2 
Crab Giant x 2 
I ^ Crab Giant x 2 
Mire Creeper x 3 
Mire Creeper x 3 
Crab Giant x 2 
IB Harpy (Blue) 

Harpy (Blue) x 2 

m Crab Giant x 2, Monstrous Clowfly 
Crab Giant x 2, Monstrous Glowfly 
Harpy (Blue), Monstrous Clowfly x 2 j 



easuri 

1 Strike Edge 

2 Eye of Heaven 

3 Bracelet of Zoe 
I 4^Coin of Fortune 

Sl Flare Baselard 


Monstrous Glowfly x 2 
Monstrous Glowfly x 2 
m Crab Giant, Mire Creeper 
SI Harpy (Blue) 
i BOSS: Crab Giant x 3, Kraken ' 


jgkJ 
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This Memory Camp is the 
last place you can save 
before facing the boss. 


You won't be able to reset the seal until 
you "power up" the sphere underneath. 
Do this by shooting a crystal at it. just 
be careful not to step too close and be 
thrown into the jagged rocks near the 
geyser. Once the sphere starts glowing, 
you can return to the console to "reset" 
the seal. 


Entrance/Exit 


Although it's kind of 
hard to see from above 
the water, an underwater 
passageway ieads to a 
hidden chamber 
containing a chest. 


Cutting the liiy with your 
sword will "free" it and 
allow you to float back to 
the water's surface. 


Sliding under this low 
cavern tunnel allows 
you to retrieve a rather 
powerful sword from the 
chest guarded by the 
pair of Crab Ciants. 




Section Three 


IT £l 


A conversation with this 
apparition (and the fatten 
sorceress) reveais the key 
to restoring the seai that 
keeps the pottuted waters 
out. After talking with 
the spirit, be sure to 
examine the body to 
obtain the item necessary 
to invoke the new seai. 


Save 


Leaping up to this iedge 
reveais a chamber where 
a chest rests. 


Checkpoints 

*Match letters to find 
where door leads. 


Section Four 


Section Two 
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PROFILE. 





The Dark Tower of Xervah 
has a secret. Within its 
hallways are two hearts. Set 
them to beating and the cave 
comes alive! Can you survive 
this dungeon w'ithout losing 
your life? 


(Checkpoint 1: Slash the 
heart with your sword to get 
it beating. 


(Checkpoint 2: (iet eaten and 
go through the stomach to 
relax the muscle barrier. 


(Checkpoint 3: Jump through 
the giant teeth. 


(Checkpoint 4: Slash the 
second heart with your sword 
to get it heating. 


(Checkpoint .S: Defeat the 
bosses — the Hel Ser\ ants. 



First head up the “stairs” to the first landing on the right. 
Down the hallwa\ and up the stairs you find something 
that Valkyrie thinks looks like a heart. Hit it with your 
sword and it begins to beat, causing some barriers to disap¬ 
pear and the toothy pits to come 
to life. 



Head back to the vertebrae staircase and go through the 
doorway at the bottom. In the room w ith two ladders, hop 
into the live pit and you’ll be transported to the tower’s 
stomach. Take the tube to the right (it’s the only one that 
will work) and you are returned to the room through a 
stomach valve. This also causes the muscle at the bottom 
of the room to relax, letting you pass. 



The muscles blocking your path relaxes after you make your 
first trip through the dungeon's stomach. 


In the darkened hallway are some teeth. Jump through 
when they contract just after the lights flash on. Jump 
down the tower and head to the left. In the room with the 
three pillars, time your jumps and move quickly from one 
to the other. Failing means a trip to the stomach room. 



Getting across these pillars requires a steady hand and 
nerves of steel. If you fall off one of the pillars, you'll end up 
in the pits! 


In the room with the pyramid-shaped staircase, enter the 
room through the door in the upper right corner. Inside is 
another heart. Activate it and continue onw ard (this heart 
relaxes the barriers into the Boss (Chamber). Down several 
vertebrae ladders lies yet another challenging boss. 


































Dark Tower of Xervah at a Glance 


Dungeon Appearance 

Easy: No 


Normal: No 

Hard: Yes 

Enemy Data 



Name 

HP 

Weaknesses 

Crying Soul 

i,6S0 

N/A 

Fire Elemental (Red, Small) 6,000 

Ice 

mil'' Inferior 

4,900 

Holy, Darkness, Poison, Demm 

Iron Golem 

20,000 

N/A 

Lesser Demon 

2,400 

Mage 

Undead Carcass 

4,600 

Beast 


Boss Battle ' 

Name 

HP 

Weaknesses 

Hei Servants X 2 

22,000 

N/A 



Artifacts 

Holy Sword "Seraphy" 
Manual of Resurrection 
Spear "Basilisk" 



Start the Heart Beating 12,000 x 2 


Recover each Artifact 2,100 x 3 




P^Tips and Tricks 

) 


This dungeon has a living component within it, activated 
when you switch on the first heart. While the beating 
heart has positive effects (like relaxing certain barriers), it 
also turns on all of the little mouths throughout the dun¬ 
geon. If you should fall into one of them, you are whisked 
straightaway into the dungeon’s stomach. 



Within the stomach are three valves. They are activated 
when you enter one of the mouth pits from that part of 
the stomach. The first trip at Checkpoint Two opens up 
the middle valve, and falling into the pits near the three 
pillars opens up the right valve. The stomach provides a 
great shortcut for your exit trip! 



The stomach valves are 
connected to little plugs in 
the stomach wall. 


Meet the Iron Golem. 
Although he doesn’t attack 
often, when he does, you’ll 
definitely feel it! He is pretty 
resistant to most of the magical weapons you can buy at 
this point, so be careful should you take him on. You can 
skip this battle if you want (although it is impossible if you 
want the Invisibility Potion he guards), but the experience 
points are very alluring. 



The Iron Golem Is a hardy 
enemy, but he has a lot of 
experience points! 
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^Monster Encounters 

Crying Soul x 4 
Fire Elemental (Red, 
^1^ Fire Elemental (Red, 
m Crying Soul x 2 
jj^^jT Crying Soul x 2 

Undead Carcass x 3 
1^ Undead Carcass x 2 
m Crying Soul x 4 

1 ^ ^ 

nraCrying Soul x 2 

Fire Elemental (Red, 
m Fire Elemental (Red, 
II Fire Elemental (Red, 
Crying Soul x 4 
Fire Elemental (Red, 
Undead Carcass x 4 
m Fire Elemental (Red, 
Fire Elemental (Red, 
Fire Elemental (Red, 
m Golern^^ 
m Fire Elemental (Red, 
Fire Elemental (Red, 
m Undead Carcass x 4 

\ BOSS: Hel Servant x 2 

.1 ■ 


Small), Lesser Demon x 2 
Small) X 2, Lesser Demon 


Small) X 2 
Small), Inferior x 2 
Small) X 3 


Small) X 2 

Small) X 2, Lesser Demon 
Small), Lesser Demon x 2 
Small), Inferior x 2 

Small) X 2, Lesser Demon 
Small) X 3 


If you don’t have any Holy Crystals, you’ll have to divide 
your attacks as equally as possible between the two mon¬ 
sters. The Medusa-like snakes of the Hel Servant handle 
the physical attacks and the eyes cast magic. Reflect 
Sorcery and Sap (juard/I*ower are both gtxKl responses to 
their attacks. 


The Hel Servants are particularly hard to defeat because 
of their ability to resurrect each other. All of the Eye mon¬ 
sters have tliis ability', so be careful when you take on 
groups of them. Their resurrect ability means that you 
have to take them both out in the same round. This is 
difficult because they are tough and resistant to most forms 
of magic. 

The one form of magic that they are somewhat weak to 
is Holy magic such as Sacred Javelin and Mystic Gross— 
spells you don’t have yet! Instead, use Holy Crystals to 
cast Mystic Gross on them! 


Mystic Cross inflicts a good 
amount of damage to these 
monsters at the same time. 


C ^lBoss Battle: 

Battle of the Hel Servants 




















ATfliasn^f D^la 

1 Auto Item 

2 Warhammer 
Bastard Sword 

r4T Poison Blow 
TsT Flame Jewel 


6 Mage Slayer 
I j 7 Eye of Heaven 
I 8 Hit 

Mandrake 
Vi(K Quartz Gem 


11 Holy Relic 

12 Flare Baselard 
Savory 

Lightning Bolt 
■is! Invisibjiity Potion 



16 Noise Arrow 

17 Invisibility Potion 

18 Poison Blow 
19* Vegetable Seed 
^20] Lapis Lazuli 


21 Manual of Resurrection 

22 Holy Sword "Seraphy" 

23 Spear "Basilisk" 


In 
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|e| Entrance/Exit 
Save 

Checkpoints 

‘Match letters to find 
where door leads. 


Watch out for some 
valuable treasure hidden 
in the stomach! 
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Chapter 5 


After the many climj«e(>ns of (Chapters 3 and 4, ' 

Chapter 5 s slow paee should eome as a welcome 
chanj^e. ^ ^ ^ ^ 

_ . K'_^_■■ -J "'--— 


Chapter 5 at a Glance 


Recruilahle Characters and Level Appearance* 


Character Easy Normal Hard 

Badrach XXX 


Grey 

Jayle 

Lucian 

Mystina** 


f 


Shiho —XX 

*Character appearance is based on Difficulty Level and Game 
Pattern, You will not be able to recruit all of the characters listed 
here in this chapter. 

**Mystina appears only if you defeated Lezard Valeth in the pre¬ 
vious chapter. 



Dungeon Easy Normal Hard 

Arkdain Ruins XXX 

Citadei of Flame — — X 



Artifact Easy Normal Hard 


Eternal Lamp _ _ x 

Holy Wand "Adventia" XXX 

Holy Water of Mithra — — X 

Infernas _ _ x 

Robe of Bryttain XXX 


Star Guard 





Transfer 

Recommendations 






This time around Freya wants Einherjar who are nimble 
and can swim. This sounds like a job for Yumei! Because 
Freya also wants an Einherjar with the skill Attack Pow, 
you also need to send up a Swordsman or Archer type. 

To back up those swimming needs, be sure to equip any 
character you transfer with the Pearl of Karula. 



Recommended Character: Any Swordsman or Archer 

Level: 11 or higher 
Hero Value: 90 or higher 

Skills: Attack Pow, March, Resist Damage, Defend 
Special Equipment: Pearl of Karula 



Sent to determine the validity 
of the rumors surrounding 
gigantic crystals of immense 
power, the Battle-Maiden and 
company find themselves 
wading through tunnel after 
tunnel in this cistem-iike 
series of passageways. 



(Checkpoint 1: Defeat the 
monsters at Point 1. 



(Checkpoint 2: Defeat the trio 
of Raver Lords! 


Uncovering the dark secret lying at the end of the tunnels 
explains why past adventurers have not returned and 
reveals the “true” nature of the power contained within 
the cry stals. While this dungeon is relatively straightforward, 
you will be accosted by numerous bands of monsters 
roaming its passageways and will need to brush up on 
your crystal skills to successfully reach the bosses. 


Recommended Character: \'umei 

Level: 9 or higher 

Hero Value: 90 or higher 

Skills: March, Resist Damage, Defend 

Special Equipment: N/A 




























Name 

HP 

Weaknesses 

Easy 

EXP Points 

Normal 

Hard 

Raver Lord 

16,000 

N/A 

60,000 

20,000 

14,000 





Most beasts encountered within these ruins will fall to the 
power unleashed by the Mystic Gross spell. 


Unlike in the previous dun¬ 
geons, many of the chests here 
are protected with a trap of a 
different nature. Unlike the 
previous traps, this one cannot 
be avoided. 


strike down the character that they are attacking. And if 
one attack doesn’t do it, there’s a good possibility' that one 
of the other Raver Lords will step up and finish the job. 

Focus all your attacks on a single enemy and try' to 
reach 100 on the Special Attack Gauge so that you can 
then string together Big Magic attacks. It’s these attacks 
that do the most damage and help to remove the death 
knights from the battle, one by one. 

However, should you lose one or more of your party 
during a round, expend a character’s turn to revive them 
ASAP. With the Raver Lords’ Guard Combos, there’s no 
guarantee that you’ll be able to bump the Special Attack 
Gauge to its max without the help of every'one in your party. 


Artifacts 

Holy Wand "Adventia" 
Robe of Bryttain 
Star Guard 


Event Points 

Defeat all of the enemies at Checkpoint 1 10,000 

I Recover each Artifact 2,600 x 3 

I Recover all Artifacts _ 310,000 


Battle: The Raver Lords J 


The damage that these knights can dish out in a single 
attack is pretty extreme, often having enough force to 

ajiviv.pjrimciycimes. com 


' - Tips and Tricks 
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PROFILE 



Knowing how much damage a character's Big Magic 
attack does, as well as how much their attack will 
increase the Special Attack Gauge again should be 
key factors in determining the order that you select 
your heroes to launch their secondary attacks. 


, l!ft Brackish Muck, Rib Forager 
8^ Rib Forager x 2 

Brackish Muck, Rib Forager x 2' 

Brackish Muck 
j§|Rib Forager x 3 

• 1$ Necrophiliac x 4 ! 

^ Necrophiliac x 2 

Brackish Muck x 2, Necrophiliac 
■ Necrophiliac x 2, Rib Forager x 2 
mjl^Necrophiliac, Rib Forager x 2 
m Brackish Muck x 2, Rib Forager 

* Brackish Muck x 2, Rib Forager t 
Necrophiliac x 2 

f Brackish Muck x 2, Necrophiliac 

Brackish Muck x 2, Necrophiliac Section 

Three 

ITf Necrophiliac x 2, Rib Forager x 2 
Brackish Muck x 3 



1 Raptor's Claw 

2 Sap Power 

3 Stun Magic 
^Qpark 

^S^Darkness Arrow 

15 Ether Scepter 

16 Sap Guard 

17 Ranseur 

-y 18^ Beast Slayer 

Sap Guard 

6 Estoc 

20 Daemon Slayer 

7 Vegetable Seed 

21 Combo Jewel 

8 Nightshade 

22 Star Guard 

Resist Magic 

Holy Wand "Adventia" 

^d^Eye of Heaven 

^2^ Robe of Bryttain | 

11 Stun Check 

25 Mighty Check 

12 Lapis Lazuli 

26 Sap Power 

13 Resist Damage 

27 Savory 

(m) Ether Scepter 

t 28, Quartz Gem 


isSf 


18 


2021 


IB 

IB m 


j^J Entrance/Exit 
Save 

Checkpoints 

‘Match letters to find 
where door leads. 


Section 

Two 


1 

file 

S 

17 

19] 




IQS 

BT] 

1 

fgZ\ 

6 3 


^Q 

e 4I 


1 


S 22 23 24 25- 

li^ 

ZJ2S 





After using the crystals to 
form a ladder, you'll have to 
move hand-over-hand across 
the chains to reach the plat¬ 
forms above. 
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To reach the top of this room, hitch a ride on the floating 
blocks after making your way up a crystal ladder. 


It's a trap! As you step into 
this chamber, the door 
behind you slams shut and 
remains that way, trapping 
you until you defeat the two 
groups of monsters patrolling 
the area. 


Talk about well hidden! 
One of the more powerful 
weapons within these ruins 
is the Daemon Slayer 
Sword. Acquiring it requires 
you to create a hidden step 
so that you can then build 
a crystal ladder on one of 


the walls above the archways. 

Stay low when opening both of these chests and you'll be 
able to avoid the traps and recover both the sword and a 
Combo Jewel. 


If you're not careful, the 
blocks floating back and 
forth in this chamber will 
ram you, knocking you back 
to the bottom. 


After defeating the Raver 
Lords, don't forget to grab 
the treasure inside the chest 
resting behind the woman 
trapped within the gigantic 
crystal. 
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Citadel of Flame ) 


The Citadel of Flame is a cavern engulfed in flame. The 
flames pour down in a molten rain and flow like a river. 
Travelers here need to be very careful and bring lots of 
Elixirs to heal their burns. 


Checkpoint 1: Turn on the 
switch, opening Dcwr A. 


Checkpoint 2: Turn on the 
switch, opening Door B. 

■ Checkpoint 3: Use the Vase to 
catch nine droplets of fire. 





Right off the bat, you can tell that this dungeon is not 
going to be fun. First you have to run through the rain of 
fire. This is very difficult to get through unscathed, so 
expect to have to heal your crew, if not during your trip, 
then directly afterward. 

Head right until you reach a “pit.” Jump down and hit 
the switch on the left. This lowers a drawbridge to Door 
A. Use the force-feedback function of the crystals to get 
you back over the gap and to Door A, as well as to get 
over the platforms in the next room. 

In Section Three, you are presented with a puzzle. The 
slanted ledges are too slippery to climb, requiring you to 
make use of your cry stal skills to reach Door C. 

Pass by the flame jets in Section Four, and use the 
crystal/hidden step method to reach the switch on the top 
platform. This opens Door D, Hop over the desk and save 
at the Memory Camp. Then head into the Boss (Chamber. 


Citadel of Flame at a Glance 


Dungeon Appearance 

Easy: No 

Normal: No 

Hard: Yes 

Enemy Data "' ^ 



Name 

HP 

Weaknesses 

m Beetle Giant 

5,000 

Ice 

figtnent (Red) 

3,500 

Ice 

U| Fire Elemental (Blue, Small) 

15,200 

Ice 

Gelatinous Ooze 

7,500 

N/A 

Necrophiliac 

6,000 

Poison, Mage 

l^m Rib Forager 

6,800 

N/A 


Bos? Battle Data 



Name 

HP 

Weaknesses 

m Fire Elemental (Blue, Big) 

36,000 

Ice 



EXP Points 

Easy Normal Hard 

— — 31,500 
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Icicle Edge is the spell to 
have as your sorcerer’s 
Primary Spell throughout 
this dungeon. The majority 
of monsters are weak 
against this, allowing you to 
wipe them out in almost a 
single round. 

. - 

f ^ Boss Battle: 

I_ The Fire Elemental 


).pz'iTn a^am es. 


Valkyrie successfully runs through the flame and 
slashes at it. 

In this dungeon, use the force functions of the crystals to 
push you over many gaps. You often cannot jump because 
of the low overhanging platforms and ceilings. The trick is 
to build a large crystal a character’s width away from the 
edge of a platform and then fire another crystal at it. If 
you’re too close to the edge, you’re likely to be thrust at 
the wrong trajectory. 


The Fire Elemental is like a 
bigger, tougher, more powerful 
version of the ones you’ve 
been fighting so far. The boss 
relies largely on magic 
attacks. If you can keep up a 
Reflect Sorcery' block, you’ll 
leave virtually unharmed. To 
take him out, use the usual combination of attacks— 
special attacks and Ice Magic. 


C/Ve Valkyrie just enough room when building your 
crystals. This ensures that she wiii fly over the gap 
without falling into it. 


Reaching the Boss Chamber is not enough to trigger the 
boss battle. You must first stop the falling rain of fire to 
get through to the boss itself. First, grab the small golden 
Vase to the left and throw it under the low wall. When 
you step on the floor plate, a flaming rain falls in the next 
room. Pick up the Vase and use it to catch nine droplets 
of fire. When you do that, the rain ceases and you can get 
through to the boss. 


Artifacts 

Eternal Lamp 

Holy Water of Mithra 

Infernas 


PRMA'S OFFICIAL STRATEGY Gl 


Event 

Turn on the Switch at Checkpoint 1 
Get to Door C 

Turn on the Switch at Checkpoint 2 


Points 

10,000 

40,000 

10,000 


j Catch nine dr^ of fire in the Vase at Chedgjoint 3 _ 50,000 


Recover each Artifact 
Recover all Artifacts 


2,600 X 3 

120,000 


C 


Tips and Tricks 


The flaming rain is a tricky thing to survive gracefully. 
Each time you get hit with a globule of fire, every member 
of your party takes damage equal to 2 percent of his or 
her maximum DME. There is no reliable way to defend 
against the rain in all directions, so prepare to get hurt. 
Proceeding step by step to the left and right, slashing at the 
drops with your sword seems to help. However, if you get 
hit, the force of the blow pushes you back, usually into the 
path of more of the flaming rain. These areas are just 
plain difficult. 
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^Monster Encounters 

Rib Forager x 2 
Rib Forager x 3 

1^ Rib Forager x 4 ^r.« 

lllyf Fire Elemental (Blue, Small), Necrophiliac x 2 
Necrophiliac x 2, Rib Forager 
1^ Beetle Giant x 3 
Beetle Giant x 3 

' Necrophiliac x 2, Rib Forager x 2 
Beetle Giant x 2, Necrophiliac x 2 
^^^^elatinous Ooze x 4 
m Gelatinous Ooze x 3 
Gelatinous Ooze x 2 
iRl Rib Forager x 3 

J Rib Forager x 4 
Beetle Giant x 4 
* ^1^ Beetle Giant x 4 
^ Fire Elemental (Blue, Small) x 3 
Fire Elemental (Blue, Small) x 4 
R Figment (Red) x 3 
figment (Red) x 3 
m Figment (Red) x 3 
BOSS: Fire Elemental (Blue, Large^ | 

m Entrance/Exit 


T]Sasiir?®ta 


1 

Eye of Heaven 


2 

Shadow Servant 


[ 3 

Soul Slayer 



1 Estoc 


in 

1 Dark Savior 


6 

Ghoul Powder 


7 

Stone Torch 



Flame Jewel 



r Ranseur 


^ ifl^Holv Water of Mithra 


^ 11 

Infernas 


1 , 12 

Eternal Lamp 


This room requires you to use all of your 
crystal skills to get to the treasure and exit. 

Hidden steps are a great way to get to a 
stepping crystal to climb over the platform to 
the treasure. The force-feed back trick is the 
key to getting the treasure and to the door. 


Mk 


1011 12 


Section 


Checkpoints 


9 St 


•Match letters to find 
where door leads. 




Section Two 


wr I ™ 




TfW 


tPH? e 


Be careful not to get too 
close to the flames jetting 
out from the wall! 


Use crystal 
shards to 
stand safely 
on the lava. 


The first treasure chest contains 
the usual Eye of Heaven. You 
may want to skip it. 


Don't forget to 
look for hidden 
treasure chests! 
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Chapter 6 


If you are attempting to get the A ending, then 
this is the chapter that counts the most. It is 
also the last chapter where you’ll have to play 
with such restraint. For the rest of \ ou, Chapter 
6 is similar to (Chapter 5, with a couple of 
dungeons, a couple of new characters, and the 
finish line coming more firmly into focus. 


Chapter 6 at a Glance 


1 Reeruilahle Characters and Level Appearance* 1 

Character 

Easy 

Normal Hard 

fayle 

X 

X X 

Shiho 

X 

X X 

Badrach 

X 

X X 

Grey 

X 

X X 


•Character appearance is based on Difficulty Level and Game 
Pattern. You will not be able to recruit all of the 
characters listed here in Chapter 6. 


Dungeons 


C]heckp<)int 1: Defeat 
Barbarossa! 


Recommended Character: Nanami or Lorenta 

Level: 8 or higher 
Hero Value: 100 or higher 
Skills: Monster Int. 

Special Equipment: Fiame Bandana 


Lost City of Dipan 


Kntering the Lost City of 
Dipan, a once glorious city 
now standing in ruins, 
Valkyrie happens upon an 
apparition of the city’s former 
King near the city’s execution 
site. The King, believing you 
to be someone from a time 
long past, transforms into a 
gigantic headless mecha and 
throws down the gauntlet. 


Dungeon 

Lost City of Dipan 
Sunken Shrine 


Artifact 

Dragoon Tyrant 
Reflect Armor 
Rust-Red Circlet 
Slashing Sword "Farewell" 

■. Tear of the Cosmos _ 


Easy 

X 


Normai Hard 

X X 

— X 


Easy Normal Hard 

XXX 

— — X 

XXX 

— — X 

— —x 


Transfer 

Recommendations 


If you are playing for the A ending, now is the time to send 
Lucian up to Valhalla! Do not delay! Because Freya wants 
an Einherjar that is brave and knows the skill Hit, this is a 
good match. In addition, you need to send a sorcerer who 
knows about monsters. Nanami or Lorenta make good 
choices, just be sure to back up their bravery with a E'lame 
Bandana. 

Recommended Character: Lucian 

Level: 11 or higher 
Hero Value: 100 or higher 
Skills: Hit, Monster int. 

Special Equipment: Fiame Bandana 


Checkpoint 2: Explore the 
Castle ruins and uncover the 
time machine. 


(Checkpoint 3: Talk with the old 
woman in town to learn about 
the Queen’s whereabouts. 


(Checkpoint 4: Locate the 
Queen and recover her 
husband’s crown. 




(Checkpoint .S: Return the 
crow’n to the King. 
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Before you can even begin to start exploring the ruins of 
Dipan, you and your party must defeat Barbarossa, not 
once but twice! To do this, equip weapons that allow your 
warrior characters to attack two to three times each round. 
With a magic attack to break past his defenses, this allows 
you to rack up the Special Attack Gauge to 100 and 
perform the Big Magic attacks. Performing the Big Magic 
attacks are essential to defeating this sub-boss! 



Be sure that you're well equipped prior to engaging 
Barbarossa. After you defeat him the first time, 
you'll be drawn into a second battle before 
you have time to draw a breath! 

After defeating the beheaded former King, you are free 
to explore the ruins of the city of Dipan. Thinking that 
they can easily disperse Valkyrie through the time 
machine, the true bosses send you back in time. 

Arriving in the Lx)st City, you must determine the Queen’s 
whereabouts to release the King’s soul and allow his future 
self to finally relinquish its hold on the material world. 

Returning back to the present time, you can now gain 
vengeance on the mages who sent you back into the past 
by shattering the large stained-glass window, revealing the 
passageway into their hiding place. 


Lost City of Dipan at a Glance 

Dungeon Appearance 

Easy: Yes 
Normal: Yes 
Hard: Yes 




Name 

HP 

Weaknesses 

ii 

Evil Eye* 

24,900 

N/A 

n 

Harpy (Black) 

22,000 

Fire, Flying 


Life Stealer 

25,700 

Lightning 


Victory 

10,000 

Lightning 


Wise Sorcerer (Blue) 

5,600 

Poison, Mage 


* Appears in Hard mode only. 



Name HP Weaknesses 



EXP Points 

Easy Normal Hard 


Barbarossa 


62,700 N/A 


0 0 0 
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Artifacts 


Dragoon Tyrant 


Rust-Red Circlet 


1 Event Points 


Event 

Points j 

Breo^r the Stained Class Window 

35,000 

Recover each Artifact 

3,100x2 1 

Recover all Artifacts 

180,000 


Tips and Tricks J 


You may wish to consider fleeing rather than engaging 
in battles with Life Stealers when they number three or 
four. The danger that they present to your party with 
their Blood Steal attack (which reconstitutes them) far 
outweighs the amount of experience that you collect 
when defeating them. 


TIP 

If you have acquired the Raven Slayer bow by 
revisiting Crell Monferaigne after recruiting Janus, 
you can easiiy wipe out any of the bird-type 
monsters (Harpies, Vermin) in a singie round using 
this weapon. 


Battle: 

I The Three Wizards _^ 

Initially this battle may seem like a no-win situation. 
However, with a few spells and actions taken, you can 
turn the tide in your favor. 

First have your sorcerer/ess (a mandatory party member 
for this battle!) repeatedly cast Reflect Sorcery from the 
start of the battle and every three rounds afterward. 

With the exception of Walther’s Whisp attack (which is 
very nasty), all of the other advances made on your 
party^ are magic-based and reflect on the caster once the 
spell is in place. 


a Cyne uses his ability to revive 

the fallen Dallas. 

Next, the remaining members of your party should 
concentrate on removing Gyne first. He can cast Invoke 
Feather, which resurrects one of his fallen brothers. So if 
you defeat the other mages first, there’s a good chance that 
you may have to comhat them again if Gyne has the chance 
to use this ability. 

Finally, after defeating Gyne, focus your actions on 
Walther. Not only is he the strongest of the three, but his 
Whisp attack is physical and thus not reflected. Once 
Walther is out of the way, Dallas won’t be able to lay a 
finger on any of your heroes as long as you continue to 
protect yourself with the Reflect Sorcery spells. 
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^ Monster Encounters 

f Harpy (Black) 

8^ victory X 2 
Life Stealer x 2 
Ul Harpy (Black)/Evil Eye' 
m Life Stealer x 2 
Life Stealer x 4 
1^ Life Stealer x 3 
1^ Victory x 3 

Victory, Wise Sorcerer 
iB^VIctory X 2 
Victory x 3 
Victory x 2 

IB Harpy (Black)/Evil Eye* 

SEI ^ 5 

Victory x 2, Wise Sorcerer 
Victory x 2, Wise Sorcerer 
Harpy (Black)/Evll Eye « 2* 
m Harpy (Black)/Evil Eye* ™ 
[ Life Stealer x 2 
pe Stealer x 3 
5 Victory x 2, Wise Sorcerer 
! Life Stealer x 2 
^ Life Stealer x 3 

g Life Stealer, Wise Sorcerer x 2 
Life Stealer x 2, Wise Sorcerer 
Harpy (Black) 

^ Harpy (Black)/Evil Eye* 

^ Harpy (Black)/Evil Eye x 2* 
Harpy (Black)/Evil Eye x 2* 
BOSS: Dallas, Gyne, Wajther'J 

In this house, 
upstairs, is 
the woman 
who has the 
information 
that you need 
to find the 
Queen. 


Finding the time mechanism, Valkyrie is sent back 
into the past where Barbarossa's advisors believe 
she can do them no harm. 


Beyond this chamber lies a 
secret room where the Queen has 
hidden. Activating the button 
slides the bookcase away, 
reveaiing the passageway. 

[EI Entrance/Exit 
• S ’ Save 

Checkpoints 
*Match letters to 
find where door leads. 


After clearing the castle 
of the remaining roaming 
monsters and collecting 
the treasures, the bosses 
remain undiscovered. 

The stained glass 
provides the window 
leading to them. 

To reach the window, 
create a hidden step. Create a large crystal that 
juts out from the top of the archway. Then, after 
detonating it, leap in the air to land on the hidden 
step that is formed out of the circle of glimmering 
shards. 

From the hidden step, you can now leap into the 
air and smash the glass window with a swipe of 
your blade. After that, another jump allows you 
access to the chamber that has been revealed. 


TVeawu^ Data 

1 Dark Savior 

2 Eye of Heaven 

3 Ranseur 

^ Triple Distress 
^ Neckless Doll 

6 Estoc 

7 Reflect Sorcery 

8 Burgundy Flask 
Ether Scepter 
Nightshade 

11 Invoke Feather 

12 Ruin's Fate 

13 Concentration 
Mystic Cross 

IM Dragoon Tyrant 
16 Rust-Red Circlet 


15jg|16 




IB © 

yItkBBek 

n 

^ 









± 


6 e ' 


B Bl ' 
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Checkpoint 2: Run through the 
next hallway and pull the stone 
tablet from the wall at the very 
end. When you flood the nwm 
it floats to the top and you can 
enter the next r(M)m easily! 


Checkpoint 10: I se two cr> stal 
shards to activate the switch 
that opens the door below. 


Checkpoint 1: In the room with 
the two dragons, step on the 
right button underwater to get 
the freeze-ray-sho<)ting dragon’s 
head to lower itself. Then jump 
on it and ride it up to the top. 


C^heckpoint 9: Use crystal shards 
to cross the water to the platform 
at the other end of the r(K)m. 
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The Sunken Shrine is a 


watery tomb guarded by crea¬ 
tures of the sea and Inferior 
Eyes. This dungeon is full of 
switches and puzzles. Solve 
them and you’ll end up facing 
one of the toughest bosses in 
the game so far! 

This is one of the more 
complex dungeons. There are a lot of switches in here that 
raise and lower water levels, open doors, etc. In lieu of a 
“walkthrough” summary, as in previous chapters, we’ve 
lengthened the Checkpoint descriptions so that you can 
use them as your walkthrough. 


Checkpoint 8: Use a crystal to 
aim the freeze-ray at the orb 
and open the gate. 


Checkpoint 6: Push in the tabs 
on both sides of the second flood 
gate statue and drain the waters. 


Checkpoint 7: Use a crystal 
shard to activate the sw itch and 
open the door. 


Checkpoint 3: Hang from the 
left lever and let your weight 
pull it down a notch. Do this 
twice and you will completely 
flood the chamber once you use 
the switch next door. 


Checkpoint 4: Pidl out the tabs 
on both sides of the statue and 
fl(M>d the room. When you push 
the tabs back in, the flood 
waters recede. 


Checkpoint 5: Slashing the lit 
globe with your sword causes 
the fltM)r above to move. 
Every time you hit the globe, 
the floor moves up and down. 
Hitting it once puts the floor 
in the proper position for your purposes. 


(Checkpoint 11: Swim up the 
tube before it closes. You have 
to clear the top of the w ater. 


(Checkpoint 12: Aim the crystal 
shards to activate the three 
switches. Use a small one for 
the topmost orb, a big crystal for 
the middle one; then break it, 
causing the laser to slide down 
the pieces and activate the bot¬ 
tom orb. 


(Checkpoint 13: 
Defeat the boss, the Wraith. 




Sunken Shrine 
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•Sunken Shrine at a Glance 

Dungeon Appearance 

Easy: No 
Normal: No 
Hard: Yes 


Eiieinv Data 


Name 


Weaknesses 


B 

Bream Ciant 

18,400 

Poison, Holy 



Giant Squid 

42,600 

Holy, Poison 


H 

Gill-Man 

15,300 

Poison 


1^ 

Inferior Eye 

40,000 

N/A 



Red Lobster 

20,000 

Holy, Poison 



Roper 

17,200 

Holy, Poison 



'Mo 

Kntrance/Exit 


■ V \ ■ ^ 


Name HP Weaknesses EXP Points 

Easy Normal Hard 

m Wraith 100,000 N/A — — 70,000 


Artifacts 

Reflect Armor 
Slashing Sword "Farewell" 
Tear of the Cosmos 



Event Points 

Step on the Switch at Checkpoint 1 3,000 

Activate the Flood Switch at Checkpoint 4 S,S00 

Slash the Switch at Checkpoint 5 3,000 

Activate the Switch at Checkpoint 8 _ 40,000 

Activate the three Switches at Checkpoint 12 60,000 

Recover each Artifact 3,100 x 3 

Recover all Artifacts 300,000 


f ' Tips and Tricks J 

In this dungeon, you can expect to fight many Inferior 
Eyes. This would not normally pose any problem, except 
for the fact that Inferior Eyes roam the shrine in the com¬ 
pany of groups of two or three other monsters and hide in 
the back line while in battle. To get to the Inferior Eye, you 
can attack them with arrows, magic, other projectile 
attacks, or use the following trick. 


To get them to the front line where your swordsmen can 
attack them, you must first get rid of the other enemies 



blocking the way. The problem with Inferior Eyes is that 
they can revive and restore their team members. So, you’d 
expect that if you killed off the front line to get to the 
Inferior Eye, that you’d be hack to square one once the 
previous front line was revived. Luckily this doesn’t 
happen. Once you bring the Inferior Eye to the front, it 
remains there regardless of how many other enemies it 
brings back to life. Because its companions are usually 
pretty weak in comparison, you can survive their attacks 
easily while ganging up on the Inferior Eye. 
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Boss Battle: The Wraith 


7 


Combo attacks are a 
good way to take this boss 
out quickly. 


The Wraith uses his Whisp 
attack when magic fails to 
do any damage. 


BOSS; Wraith 


The Wraith performs his Big Magic attack on the second 
turn and the fourth turn religiously. Use Angel Curios 
and make sure that your characters have maxed out Guts 
and even Auto Item and set them up. Each Big Magic 
attack can kill off your entire party in one blow. If you 
cannot afford more than one Angel Curio, equip it on 
your Invoke Feather-equipped mage so that she can 
resurrect any of the fallen on the next turn. 


Gravity Blessing is a tough 
special attack to survive. 

Other than that, Sap Guard 
and Reflect Sorcery' are a 
must (the Wraith relies on 
magic spells most of the time—but watch out for its 
Whisp attack, usually aimed at your mage.) Ganging up 
is important, as are chains of special attacks. 


Eye of Heaven 
Prismatic Missile 
) Lapis Lazuli 
) Angel Curio 

fDarkJHHH 

Sacred javelin 
Footman's Axe 
) Ruin's Fate 
T Charge 
r Flame jewel 
Reflect Armor 
Slashing Sword "Farewell" 
) Tear of the Cosmos 


^ Mohsl^ EMcouiiters 

Giant Squid 
1^ Roper X 2 
Sii Bream Giant x 3 
H Red Lobster x 3, Inferior Eye | j 
m Red Lobster x 2 
■.m Red Lobster x 3 
: 1^ Red Lobster x 2 
^ Bream Giant x 2, Roper 
Bream Giant x 3 
Inferior Eye 
I Gill-Man x 2 
Giant Squid x 2 
Itti Roper X 2 
Roper X 3 

Bream Giant x 2, Roper 


' uB Gill-Man x 3, Inferior Eye 
Giant Squid, Inferior Eye 

nil__ 
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To get the crystal shards 
needed to trigger the 
water switches, you must 
destroy a crystal created 
on land, then pick up a 
shard and carry it care¬ 
fully into the water. Be 
sure to let the shard go 
underneath the switch as 
opposed to throwing it. 


There are two ways to bridge the gap in this room. 
First, you can float three crystal shards at intervals 
across the gap and then jump across. Alternately, you 
can carry a crystal shard to the end of the pool, 
release it, and jump on top of it, letting it carry you to 
the water's surface right in front of the door. 


To get this treasure, the 
floor must be at the top 
position. 


m Entrance/Exit 
<1^ Save 

Checkpoints 
•Match letters to find 
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Chapter 7 


If you are pla\ in I larcl mode, you’ll be sent on a 
mission b> Odin. In the Boss (Chamber of tlie 
Arkdain Ruins, a sorceress named Lyseria once 
sealed herself away from the rest of creation. Odin 
would like you to free her and convince her to join 
the Aesir in their battle. 


Lyseria is the woman incased in a crystal disc at the back 
of the Boss Chamber in the Arkdain Ruins (see pages 92 
to 94). If you recall, you had to climb over her to reach 
the chest with the Mighty Check. Once awakened, Lyseria 
will grudgingly decide to battle with you over her fate. At 
12,000 HP, Lyseria is not that difficult a foe as long as you 
keep her from casting any magic—remember, she is a 
prodigious Mage! Once you defeat her, she will gladly join 
your party for the remainder of the game. 

There is another quest that includes everyone, however, 
and that is the repair of the Accursed Flame Gem. You 
must go to the Forest of Spirits where elves who are 
trained in this sort of repair live. 




Transfer 
Recommendations 


This time around, in conjunction with the Accursed 
Flame Gem event, Freya wants you to send a high-level 
sorcerer to Valhalla. Any sorceress will do, but our 
recommendation is that you send up Jelanda, Lyseria, or 
Lorenta. If you are concerned about losing Lyseria so 
early in the game, don’t fear! You’ll be getting an even 
more p)owerful sorcerer in the next chapter of 
the game. 



Recommended Character: Jelanda 

Level: 20 or higher 

Hero Value: 110 or higher 

Skills: Avoid, Resist Magic, Undead Int. 

Special Equipment: N/A 


Recommended Character: Lyseria 

Level: 9 or higher 

Hero Value: 110 or higher 

Skills: Avoid, Resist Magic, Undead Int. 

Special Equipment: N/A 


Chapter 7 at a Glance 


RtM iuilaltle Characters and Lt'vel Appearanc 



Character 

Lyseria 

Suo 




Dungeon 

Tombs of Amend 
Forest of Spirits 


Artifact 

Accursed Flame Gem 

Ambrosia 

Arectaris 

Bracelet of Basilisk 
liven Bow 

Mask of the Dead King 

Richebourg 

Ruby Music Box 
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Checkpoint 10: Make 
your way througli the 
mistv woods. 


Checkpoint 11: 
Defeat the boss! 


Checkpoint 8: Exit the 
Forest of Spirits. 


Checkpoint 9: Reenter the 
Forest of Spirits. 


After locating the elf guide, who leads you to the village, 
you talk with a Shaman about repairing the Flame Gem. 
Although the Shaman is up to the task, there are four essential 
items that you must collect so that he can repair the gem: 

• The Golden Candlestick from the apeman living in 
the forest 

• A piece of Silver Thread from the great spider that 
makes its lair in the northeast 

• Some Polar Drops from the forest fountain 

• The Charm Feather guarded by the Cockatrice 
roosting in the northwest 

After collecting all four of these items, return to the village 
and offer the tools to the Shaman. A chest containing the 
repaired Accursed Flame Gem appears. You’ve now completed 
the first phase of this area and can exit the forest. 

Returning to the Forest of Spirits, you find that you now 
have full access to all areas within the forest, including the 
misty portion that the elf guide previously teleported you past 
to enter their village. Within this hazy area you will find 
many groups of monsters and the Cockatrice that has been 
terrorizing the forest. 


Checkpoint 4: Defeat 
Sivapithecus (the giant ape) 
to recover the Golden 
Candlestick. 


CheckpK)int 6: Defeat the 
Cockatrice to recover the 
Charm Feather. 


Checkpoint 7: Return the 
items to the Elven Shaman. 
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Checkpoint 5: Defeat 
the Venomous Spider to 
recover the Silver Thread. 


























Forest of Spirits at a Glance 

Dungeon Appearance 

Easy: Yes 
Normal: Yes 
Hard: Yes 



Name 

HP 

Weaknesses 

Corrosive Vine 

7,000 

Fire 

Corsair Beetie 

3,600 

Fire 

Crustacean Monster 

14,300 

Fire 

Harpy (Goid) 

23,000 

Ice, Flying 

Mandragora 

32,500 

Fire 

Viscous Clod 

8,049 

N/A 



Name HP Weaknesses 




Sivapithecus 


42,000 Ice, Beast 



EXP Points 

Easy Normal Hard 

150,000 50,000 35,000 




Name HP 

Weaknesses 

Easy 

EXP Points 
Normal 

Hard 

1 

Venomous Spider (Blue)30,000 

Holy 

1,500 

500 

350 



Name 

HP 

Weaknesses 

Easy 

EXP Points 

Normal 

Hard 


Cockatrice 

50,000 

Fire, Beast 

150,000 

50,000 

35,000 

1 Bos* 

* 4 Battle Data (after Accursed Flame Gem Eveiil)' I 





Name 

HP 

Weaknesses 

Easy 

EXP Points 
Normal 

Hard 

H 

Cockatrice 

50,000 

Fire, Beast 

150,000 

50,000 

35,000 


Artifacts 

Accursed Flame Gem 

Artifacts (after Accursed Flame Gem Event) 

Arectaris 
Elven Bow 


Event 

Points 

Obtain Goiden Candiestick 

16,000 

Obtain Poiar Drops 

16,000 

Obtain Silver Thread 

16,000 

1 Obtain Charm Feather 

16,000 

Recover each Artifact 

3,600 X 1 
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Event Points (after Aceiirsed Flame Gem Event) 


Event 

Recover each Artifact 
Recover all Artifacts 


Points 

3,600 X 2 
240,000 


Tips and Tricks 


The elf |<uides that you find in the forest provide 
directions to the tools you need for the Shaman to 
repair the Flame Gem. 

When returning to the forest to defeat the Cockatrice 
boss, use the map screen to determine your position after 
exiting each segment of the mist-shrouded area of the 
forest. As you travel through this area, you may find that 
the direction you think you are going in is actually another. 

Many of the treasures within the forest are hidden pretty 
well by the foliage. If you have Valkyrie equip the item. 
Treasure Check, a blue “mote” hovers about her when she 
enters an area containing one or more chests. 


Sivapithecus 

This giant ape is vulnerable to ice-based spells. In addition, 
a few well-executed, well-timed attacks allow your heroes 
to execute their Big Magic attacks that can eliminate 
this primate. 


VenoiiKHLS SpickT 

The spider’s special attack poisons characters and drains 
their DME with every turn. However, you should be able 
to defeat it before it can cause any significant damage to 
your party members. 


\cciirsed Gem Boss Battles J 


Cockatrice 

Like the other bosses, in addition to a standard physical 
attack, the Cockatrice can perform one special attack that 
can turn a party member to stone. When this occurs, use a 
Prime or Noble Banish item or the spell Normalize to 
remove this abnormality and allow the affected heroes to 
continue battling. 



When you reenter the forest, you face a second Cockatrice 
deep within the heart of the forest. Defeat this C^ockatrice 
using the same techniques that allowed you to eliminate the 
first one and then collect the two artifacts for Odin. 


Treasure Data 

1 Eye of Heaven 

2 Accursed Flame Gem 

3 Heal 

(4J Sylphan Robe 
^^5^ Mystic Cross 

6 Dampen Magic 

7 Timer Ring 

8 Reflect Sorcery 
Golden Egg 

urS ■» 

Sap Power 

11 Golden Egg 

12 Lucerne Hammer 

13 Dampen Magic 
(m) Golden Egg 

15 Invoke Feather 

16 Lapis Lazuli 

17 Sacred Javelin 
1^^ Wassail-Rapier 
19 Elven Bow 

! 20 Arectaris 



Tll» 

A character turned to 
stone returns to normal 
after three to four rounds 
of battle have passed. 



The only Memory Camp in 
this area is located right in 
the area where the 
Cockatrice can be found. 
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To reach Sivapithecus 
and collect the Golden 
Candlestick, you'll have 
to build some crystal 
steps to reach the 
branch platforms. 


jii^ister Encoimjl^rs . 

Corrosive Vine x 2 
^ Corrosive Vine x 3 
^ Corrosive Vine x 4 
Corrosive Vine x 3 
Viscous Clod X 4 
1^ Viscous Clod X 3 
Viscous Clod X 3 
^ Viscous Clod X 3 
Viscous Clod X 2 

f Viscous Clod X 2 

Crustacean Monster x 2 
Crustacean Monster x 2 
^ Corsair Beetle x 2 
Corsair Beetle x 4 
l^_Corsair Beetle x 4 
^ Crustacean Monster x 4 
^ Crustacean Monster x 3 
^ Crustacean Monster x 2 
Crustacean Monster x 3 
^^Mandragora x 3 . y 'J 


Mandragora x 2 
Corsair Beetle x 2 
Corsair Beetle x 2 
Corsair Beetle x 2 
Corsair Beetle x 3 
Corsair Beetle x 3 
Corsair Beetle x 3 
Mandragora x 3 
Mandragora x 3 
Mandragora x 2 
Mandragora x 2 
Corsair Beetle x 2, Harpy 
Corsair Beetle x 3, Harpy 
Harpy (Cold) x 3 
Harpy (Cold) x 3 
Harpy (Cold) x 2 
Harpy (Cold) 

Harpy (Cold) x 2 
Crustacean Monster x 4 
Crustacean Monster x 3 


When you approach the forest fountain for the first 
time, it appears as a dried up area. Exit the screen 
and return to reveal a visible lake from which you 
can collect the Polar Drops. 
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Section TWO 
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Section One 


19 
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1 

1 20 BOSS 
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B 

1 
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Entrance/Exit Checkpoints 
Save 


♦Match letters to find 
where door leads. 


In the area to the left of the spider's lair, a 
well-timed jump allows you to reach the 
second hidden chest on the far left limb. 
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Tombs of Amenti 


1 


This ancient tomb is home to 
fatal traps and mysterious 
occurrences. You have to 
combat the forces of the 
undead to lay to rest the mis¬ 
chievous soul of the dead king. 


(Checkpoint 1. 
Find the Blue (Jem. 


Checkpoint 2. Destroy the 
beard and chin of the giant 
Pharaoh’s Bust. 


(Checkpoint 3. 
Find the Red (Cem. 


(Checkpoint 4. I^estroy the 
beard and chin of the two giant 
Pharaohs’ Busts. 


(CheckfMHnt S. (Cet through the 
next four rooms without touch¬ 
ing the floating heads. 


Checkpoint 6. Smash the three 
heads to open the door. 


Checkpoint 7. Place the two 
gems on tlie switch and summon 
the boss, Akhetamen. 



The Tombs of Amenti are the trickiest of the Hard 
dungeons. Lots of booby-trapped chests are here, as well 
as flame and spike traps. But the most challenging part of 
this dungeon is the sheer number of platforming tasks 
that you have to perform to get to the Boss’s Chamber. 

Use the maps to get to the Blue Gem at Checkpoint 1. 
This room is easy to get to even if the enemies and traps 
guarding them are not easy to get past. Watch out for 
spike traps and flame jets! 



Along the way, you run into rooms where large heads 
of the Pharaoh roam. You must destroy the beard and 
chin of each head to slide under the giant bust and make 
it to the other side. 


The key to getting to the 
Red Gem and the Boss 
Chamber lies in a room 
filled with triangular plat¬ 
forms. You must find a way 
to get over them to Door 1 
and the passages beyond. 
There is no alternate route. 
Get the Red Gem at 
the top of Section Two and then go past the two 
Pharaohs’ heads to the next door. The following chambers 
are haunted by evil spirits. If one touches you, you will 
be transported to Checkpoint 6. To open the door you 
must crush the beards and chins of the three heads on 
the wall. Each piece takes two blows to break the stone, 
so if the door does not automatically open, check each 
head a second time. 

You have to dodge these spirits (in addition to the usual 
flame and spike traps) for four rooms before you come to 
a large open room guarded by Ram Guardians and the 
like. Gross the room and head down the stairs to the 
Boss’s Chamber. 


You must answer the 
"Riddle of the Sphinx" to 
gain passage to the Boss' 
Chamber. 
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EXP Points 

Easy Normal Hard 


140,000 


for crystals. The only way you can stay on one is if you 
are standing straight on its tip. Unless you want to tr> 
from the top (which is time-consuming unless you use the 
save and reload method), you may find it easier to attack 
this from the right wall. 

Build a ladder of crystals parallel to the triangular platfomi 
just above and to the right of the door’s platform. Then 
jump over, aiming for the 
center of the platform. 

From there, it is a short 
precise jump to the door 
platform and you are in. 
Kxpect to spend some time 
perfecting this trick. 


Getting to Door I is one of the more frustrating tasks in this 
dungeon. First of all, unless you are an ace at pinpoint 
jumping, the route to Door I is really tough and takes a lot , 
of time to master. The triangular blocks upon which you’ll 
find the door are slippery and cannot be used as an anchor | 




PRIE4'S0FF1CL4L STRATEGY GC 


HP Weaknesses 


130,000 Holy 


Akhetamen 

Artifacts 

Ambrosia 

Bracelet of Basilisk 
Mask of the Dead King 
Richebourg 
Ruby Music Box 


Event Points 

Pick up the Blue Cem at Checkpoint 1 60,000 

Destroy the stone Pharaoh's beard and chin at Checkpoint 2 35,000 

Pick up the Red Gem at Checkpoint 3 60,000 

Itsttor the stmHHmmMtteard and chin at Checkpoints 35,000^ 2 
Smash the three heads on the wall at Checkpoint 6 20,000 

Recover each Artifact 3,600x5 

$tecover all Artifacts 1,000,000 


Tombs of Amenti at a Glance 

Dungeon Appearance 

Easy: No 
Normal: No 
Hard: Yes 


Enemy Data 



Name 

HP 

Weaknesses 


Basilisk 

22,000 

Beast 

1 

Dullahan 

35,000 

N/A 


Lizardman 

15,000 

Holy, Dragon 

s 

Ram Guardian 

25,600 

Dragon .^jj^ 


Stealer Robin 

9,000 

Flying 


Undead Slave 

19,000 

Holy 


Wise Sorcerer (Dark Green) 10,000 

Poison, Mage 


Boss Battle Data 


Tips and TYicks 
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To open the door of King Akhetamen’s tomb, you must 
answer the riddle of the sphinx. This is probably the 
easiest thing in the dungeon, because you cannot answer 
the question wrong. Once inside, place the two gems on 
the platform and the King’s tomb will open. 

Akhetamen is guarded by 
two LIndead Slaves. Cast 
Reflect Sorcer\- and then 
take them out first before 
concentrating on Akhetamen. 
Make sure that your sorcerer 
has one of the Holy spells 
set up as the Primary Spell 
and that a Big Magic-capa¬ 
ble scepter is equipped. Holy 
is Akhetamen’s weakness and you will want to take full 
advantage of it. 

The battle follows the same format as most battles 
against magic-using enemies. Keep the damage caused by 
their magical attacks to a minimum by using Reflect 
Sorcery as often as possible. Then attack Akhetamen as a 
group with strings of combo attacks and special attacks. 

Akhetamen uses magic and 
the physical attack, Fatal 
Blow. For a special attack, 
you can expect to see 
Seraphic Law. Akhetamen 
can also heal himself, which 
he tries to do when his HP 
reach 50 percent. 


*^oss Battle: Akhetamen J 




Monster Encounters 

Dullahan 

Lizardman x 2, Wise Sorcerer (Dark Green) 
Undead Slave x 4 


Undead Slave x 4 
Basilisk 


1 Dullahan 

Dullahan 

Dullahan 

1^ Stealer Robin x 3 
I^^Stealer Robin x 2 


m Stealer Robin x 4 

1 Basilisk x 2 


^ Stealer Robin x 3 


Basilisk x 2 


Stealer Robin x 3 


2®! Undead Slave x 2, Wise Sorcerer (Dark Green) x 2 1 

Dullahan 


Lizardman x 3, Wise Sorcerer (Dark Green) 

Stealer Robin x 2 




K^Stealer Robin x 2 

1 


Undead Slave x 4 

Basilisk, Wise Sorcerer (Dark Green) x 2 
j^^Uzardmai^^^^d Slave x 2 

Lizardman, Undead Slave x 2 
Basilisk x 3 

m Stealer Robin x 4 
Stealer Robin x 4 

Lizardman x 2, Wise Sorcerer (Dark Green) x 2 
IS Ram Guardian, Undead Slave x 2 
Basilisk, Ram Guardian 

m Lizardman x 3, Wise Sorcerer (Dark Green) x 1 
BOSS.^Mh^^en, Undead Sla\(e x 2 » r ’ ' 
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1 Eye of Heaven* 

2 Flame Jewel 
!; Base Metal 

Darkness Arrow 
^^Wassail-Rapier 


6 Mithril Ore 

7 Mystic Cross 
^^Unicorn Horn* 

9 Lucerne Hammer 
jO^^Mithril Plate 

11 Stone Check 

12 Resist Magic 
^13 Ruin's Fate 
Vl^lron Ore 
ViM Raven Slayer* 


Look out for hidden 
treasure! 

|F| Entrance/Exit 
Save 

Checkpoints 

♦Match letters to find 
where door leads. 


Use a crystal 
shard to keep the 
lever down and 
the door open 
while you run for 
the door! 


Section Three 


, jMg, 


3 


1 2 

i 





16 Richebourg 

17 Mask of the Dead King 

18 Ambrosia 
Ruby Music Box 

Ijf^^Bracelet of Basilisk 


21 Ether Scepter 

22 Invoke Feather 

23 Reflect Sorcery 
^^^Raven Slayer 
P |[25^Fiare Jewel 


26 Guard Reinforce* 

27 Basilisk Scale 

28 Lapis Lazuli 
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Chapter 8 


In the INormal and Hard modes of the j*ame, 
(Chapter 8 starts with a erisis that preempts any 
j transfer requirements. You must hurrs over to the 
i l^alaee of the Orafion and find the missing Dragon 
i Orh. This preeious artifaet is one of the eorner- 
stones of Odin’s power and it is important to the 
battle that it he found and returned immediately! 

In Kasy mode, this chapter is the ?nost relaxing 
, > et! Just go to the Cave of Oblivion and prepare for 
your journey to Jotunheim Palace. 


Chapter 8 at a Glance 


Reoriiilahle Characters and Level Appearance 


Character Easy Normal Hard 

Candor — XX 



Artifact Easy 

Armor of Aleph — 

Berserker Bow — 

Dragoon Faith — 

Harp of Atrasia — 

Hourglass of the Cods — 

Scroll of Colem — 

Secrets of Zolon — 

Shadzard — 

Unicorn's Horn — 

I . 

■ ^^"TJansfer 
j Recommendations j 

In many ways, it doesn’t really matter whom you send up 
to Valhalla during this chapter. You are asked to send a 
high-level warrior, and so you should. Whomever you send 
will be returned to your character pool once you enter the 
final dungeon at the close of Chapter 8, so you may as well 
wait until the very' end of the chapter before you do anything. 


Hard 

X 

X 

X 

X 

X 

X 

X 

X 

X 





Recommended Character: Any Two Swordsmen 

Level: 15 or higher 

Hero Value: 120 or higher 

Skills: March, Fight, Counter, Leadership, Formation 
Speciai Equipment: N/A 

Palace of the Dragon 



A citadel chosen by the gods 
as one of four divine places to 
hold the holy jewels created to 
stabilize the world, the Palace 
of the Dragon is home to the 
“Dragon Orb.” However, as of 
late, emanations of the blessed 
jewel have ceased. 



(Checkpoint 1: Retrieve the Full 
M(K)n Stone from behind the 
painting of “The Tower.” 


(Checkpoint 2: Insert the Full 
McMin Stone into the frame of the 
statue of the woman. 


Checkpoint 3: Move the 
tombstone to enter the 
corridor behind it. 


(Checkpoint 4: Defeat the Eternal 
(Chimera to retrieve the FCclipse 
Suine from behind the painting 
of the “Wheel of F'ortune.” 


(Checkpoint 5: To return, insert 
the Eclipse Stone into the frame 
of the statue of the woman. 


Checkpoint 6: Pass through the 
door with the sun crest that was 
previously closed. 
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Checkpoint 9: Retrieve the 
Darkspot Stone from behind the 
painting of “Death.” 


Checkpoint 18: Witness the event 
and then cross through the 
doorway that appears. 


Checkpoint 8: Retrieve the 
Crescent Moon Stone from 
behind the painting of “The 
Itmperor.” 


Checkpoint 17: Insert the 
Darkspot Stone into the frame of 
the statue of the woman. 
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Checkpoint 7: Rotate the statues’ 
positions so that they match those 
that you encountered previously. 


Checkpoint 16: Operate the 
machinerv at the top platform. 


Checkpoint 13: Enter the doors 
in the order from lowest to high¬ 
est (using the numbers above the 
paintings at 13a) to unlock the 
door at the west end. 


Checkpoint 22: Retrieve the 
BI(M)d-Red Stone from the 
sleeping statue. 


Checkpoint 14: Retrieve the New 
Moon Stone from behind the 
painting of “The Hanged Man.” 


Checkpoint 23: Insert the 
Blood-Red Stone into the frame 
of the statue of the woman. 


Checkpoint 15: Insert the New 
Moon Stone into the frame of 
the statue of the woman. 


Checkpoint 24: Defeat the boss! 


Checkpoint 10: Insert the 
Crescent Moon Stone into the 
frame of the statue of the woman. 


Checkpoint 11: Defeat the 
Eternal Chimera to retrieve the 
Darkpath Stone from behind the 
painting of “The Chariot.” 


(Checkpoint 20: Dodge the 
patrolling statue and proceed 
through door G. 


(Checkpoint 12: Insert the 
Darkpath Stone into the frame of 
the statue of the woman. 


Checkpoint 21: Dodging the 
patrolling statue four times sends 
it to the west end of the corridor 
where it falls asleep. 


(Checkpoint 19: .lump over 
the patrolling statue and follow' 
it through the d<K)rw'ay 
that appears. 























































The Palace of the Dragon is similar to the Lost City of 
Diapan in that it has an old and a new version. The new 
version is bright and is referred to as the Day Dungeon. 
The complete Day Dungeon is at your disposal once you’ve 
found the correct stones. The Night Dungeon is old and 
decayed, and only a part {)f it still stands. To reach Gandar, 
you have to find the stones located behind the paintings, 

Palace of the Dragon at a Glance 

Dungeon Appearance 

Easy: No 

Normal: Yes 

Hard: Yes 





WKSSl 


Name 

HP 

Weaknesses 


Dark Pudding 

9,200 

N/A 

m 

Dragonewt 

20,000 

Dragon 

m 

Dullahan Lord 

40,000 

N/A 

1 

Eternal Chimera 

40,000 

Beast 


Grey Bones 

27,000 

Dragon 


Mage Lord 

12,000 

Poison, Mage 


Weaknesses 


Q Gandar 35,000 

N/A 

Artifacts 

Dragoon Faith 

Scroll of Golem 

Hourglass of the Gods 




Event 

Points 

Obtain the Full Moon Stone 

1,600 

Obtain the Eclipse Stone 

1,600 

Obtain the Darkspot Stone 

1,600 

Solve the statue puzzle 

5,000 

Obtain the Crescent Moon Stone 

1,600 1 

Obtain the Darkpath Stone 

1,600 

Solve painting-doorway puzzle 

20,000 

Obtain the New Moon Stone 

1,600 

Witness the Machine Event 

50,000 

Obtain the Blood-Red Stone 

1,600 

Recover each Artifact 

4,100x3 

Recover all Artifacts 

500,000 


usually at the ends of the corridors. These stones, when 
placed in the base of the statues located throughout the 
palace, teleport the part\^ to locations depending on the 
stone used. Effectively using the stones allows you to explore 
new areas and triggers the mechanism that ultimately 
opens the passageway leading to three sets of passages 
within the palace. 

Dodging the statues that patrol the later corridors yields 
the final stone that allows the party to teleport to the 
chamber where Gandar can be found. 



Tips and Tricks 


J 


Failing to dodge the stone statues that patrol the later 
corridor in the palace teleports you into an endless series of 
chambers. To escape this trap, you must defeat the monster 
that guards this place. Once you’ve defeated the monster, 
running in any given direction eventually leads you to a 
stone statue where you can use a stone to teleport back. 

Pressing X while pressing either the directional pad or 
the left analog stick to the left or right allows you to 


passageway behind them. 


Til* 

Have one of your warrior characters equip the 
Beast Slayer Sword to make short work of the 
Eternal Chimeras. 
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Gandar is actually quite an easy enemy to defeat, and 
r with a combo attack, you may be able to defeat him 
within a single round. However, his Big Magic attacks, 

' including Petro Disruption and Celestial Star, can easily 
t wipe your party' in a 

single attack as well. As a 
precaution, have your 
sorcerer cast Reflect 
Sorcery to limit the 
amount of damage that 
he can exact on 
your party. 




If you're unfortunate enough 
to land up here, don't 
dawdle: every few seconds, 
a pulse of electricity shocks 
you, draining your DME. 
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Treasure Data 

Monstei; Encounters 

1 Ether Scepter 

Dragonewt x 2 

2 Frigid Damsel 

Dragonewt x 2 i 

3 Burgundy Flask 

Dragonewt x 3 i 

1 Fire Storm , 

Dragonewt x 3 | 

]J^Lucerne Hammer | 

Dragonewt, Mage Lord x 2 j 

6 Sacred javelin 

1^ Mage Lord x 2 1 

7 Spell Reinforce 

- 1 

8 Might Reinforce 

Grey Bones 

Quartz Gem 

^ Dullahan Lord j 

Hi Oj Lightning Bolt 


11 Dragon Slayer . 

Ul Grey Bones 

12 Shield Critical 

Dark Pudding x 2 | 

13 Dinosaur Spear 

Dark Pudding x 3 

i^ l ^ Hourglass of the Cods 

Dragonewt, Mage Lord x 2 j 

Kl^IScroll of Golem 

Mage Lord x 2 ! 

16 Dragoon Faith 

^ Bones, Mage Lord x 2 j 

17 Eye of Heaven 

Grey Bones, Mage Lord x 2 » 

18 Guard Reinforce 

Mage Lord x 4 | 

Quartz Gem 

Eternal Chimera 

■ 20i Prismatic Missile 

1 Grey Bones | 

21 Savory 

^•■^y Bones ' 

22 Lapis Lazuli 

Dullahan Lord | 

23 Wassail-Rapier 

Eternal Chimera i 

Eye of Heaven 

Mage Lord x 4 1 

Lapis Lazuli | 

Mage Lord x 3 


BOSS: Gandar j 

- O _ — _ _ 

One of the more powerful weapons _ 





to be found in Midgard lies in this 
chamber. After defeating Candar, 
use the power of the crystals to 
create a hidden step from which 
you can leap onto the ledge above. 
Within the chest, you'll find the 
legendary Dinosaur Spear! 


Entrance/Exit 

Save 

Checkpoints 


I C 11 BteR e i» 


:h letters 
to find where 
door leads. 
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Entrance/Exit 


S Save 

Checkpoints 

*Match letters to find 
where door leads. 


Section Three 


2021 

Sl8|g|19 1^ 


The directions that these statues face indicate how the 
ones near Checkpoint 7 need to be positioned to open the 
door where the Crescent Moon Stone can be found. 


When jumping to a chain, 
remember to press up on the 
directional pad to make 
Valkyrie grab for the chain! 



Section Two 
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Section One 


BS 


The Celestial Castle is largely empty, with many 
dead-ends and false trails—unless you are on the right 
path to where the boss, Genevieve, lurks. There are lots 
of monsters that are pretty easy to defeat either by magic 
(Poison Blow is invaluable), cunning (use those specialty 
weapons), or brute force. 

The most hazardous place is the course underneath the 
castle. You need to use the chains to grapple across open 
gaps in space. If you fall, you’ll find yourself outside the 
castle and back on the World Map. As a result, you may 
want to save this dungeon for last! Remember, whenever 
you reenter a dungeon, you have to fight the monsters all 
over again! 


To open this door, you 
must pass through the 
doorways in the correct 
order. The paintings in 
the hallway at 
Checkpoint 13 provide 
the clues to solving this 
puzzle. (From left to right, pass through the door¬ 
ways in this order: 3, 7, 5, 4, 2, 1, 6, 8.) 


Checkpoint 2: Again, kill the 
Butterflies to destroy the vine. 


Clheckpoint 3: 
Defeat the boss: Genevieve. 


Up in the sky lies a mysterious 
castle once sealed by Valkyrie’s 
magic and lost beneath the 
waves. Its return can only signal 
bad things! 


Checkpoint 1: Kill the 
Butterflies to destroy the vine. 


Til* 

If you pass through a 
doorway in the incorrect 
order, reset the puzzle by 
leaving and then reenter¬ 
ing this chamber. 


Celestial Castle 
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Once you get past the underside of the castle, climb the 
stairs to the two Butterfly rooms. Here, destroying all of 
the Butterflies causes the vine to wither and die, unblocking 
your path. The first room is pretty' easy, but the second 
one adds freeze-ray shooting, floating orbs to the equation. 
Dodge the rays as best you can, because every time you 
get hit with a ray, another Butterfly is bom. 


Celestial Castle at a Glance 




Dodging the two freeze-ray 
orbs while slashing at the 
Butterflies is a challenge. 
Every time you get hit 
with a ray, another 
Butterfly appears. 



Once you get past the Butterfly rooms, it’s just a quick 
jaunt up ivy-covered stairs to where Genevieve awaits. 


Dungeon Appearance 

Easy: No 
Normal: No 
Hard: Yes 



Name 

HP 

Weaknesses 

Forager 

44,000 

Beast 

Grey Bones 

27,000 

Dragon 

Harpy (Purple) 

30,000 

Flying 

Haunt 

62,000 

Holy 

Inferior 

4,900 

Holy, Darkness, 
Poison, Demon 

Mage Lord 

12,000 

Poison, Mage 

Mandragora 

32,500 

Fire 

Monstrous Vermin 

10,200 

Flying 


m 


Name 

HP 

Weaknesses 

Demonic Baron 

42,000 

N/A 

Genevieve 

188,800 

N/A 


Easy 


EXP Points 
Normal 


Hard 

14,000 

140,000 



Artifacts 

Armor of Aleph 
Harp of Atrasia 
Sword of Silvans 



Event 

Points 

Destroy the Vine at Checkpoint 1 

80,000 

Destroy the Vine at Checkpoint 2 

80,000 

Recover each Artifact 

4,100x3 

Recover all Artifacts 

500,000 


Tips and TYicks 


J 


In addition to the usual assortment of Harpies, Grey 
Bones, and Foragers (all of which can be taken out with 
the appropriate Slayer weapon), this dungeon is also 
home to the Haunt. At 62,000 HP, these enemies are 
challenging to the extreme. Worse is the fact that you have 
to deal with them right before taking on the boss itself. 


T 
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Fortunately, it has a weakness to Holy magic that you can 
easily exploit. Set Mystic Gross as your Sorcerer’s Primary 
Spell and equip him or her with a Big Magic-capable 


weapon. In the first round, strive to fill the Special Attack 
Gauge so that your sorcerer can perform Celestial Star and 
watch as the damage piles up! 



f Battle: Genevieve J 


Genevieve appears in the company of two Demonic 
Barons. Because this is going to be a magical battle, be 
sure to cast Reflect Sorcery right away and keep that 
barrier up! 

Take out the Demonic Barons first. They are pretty 
tough, but between reflected magic attacks and combo 
attacks, they should fall within the first few rounds. 
Demonic Barons cast Mirror Image, which is similar to 
Reverie, allowing a doppelganger to mirror their attacks 
and damage. 



Reflect Sorcery reflects 
magic attacks back on 
the caster. This is a great 
way to add additional 
damage to the enemy while 
protecting yourself. 


(jenevieve uses Indiscriminate, an attack that allows her 
to perform multiple magic attacks. This makes Reflect 
Sorcery a must. Her only recourse is the attack, 
Contaminate Energ\’—a series of quick blows. You can 
easily survive this attack, and it is preferable to having 
your entire party pummeled by magic. Although she is 
strong to most magic, both Holy and Lightning spells work 


well against her, especially the Big Magic attacks. 




Monster Elocounters 

‘ 1ft Inferior x 2, Mage Lord 

Inferior x 2, Mage Lord x 2 
Forager 
Grey Bones x 2 
^Jcrey Bones, inferior x 2 
Grey Bones, Inferior 
1^ Grey Bones, Inferior x 2 
1^ Inferior x 3 
Inferior x 3 

f Grey Bones x 2 

Inferior x 2, Mage Lord x 2 
^ Inferior x 2, Mage Lord 
Monstrous Vermin x 2 
Grey Bones x 2 

f Monstrous Vermin x 2 

Harpy (Purple) x 2, Mage Lord 
lHI^ Grey Bones, Harpy (Purple) 
m Monstrous Vermin x 4 
Monstrous Vermin x 3 
J^f H^l5’"(Purple) X 3 

Monstrous Vermin x 2 
Monstrous Vermin x 3 
Monstrous Vermin x 3 
ygj Monstrous Vermin x 4 
Harpy (Purple) x 2 
^ Harpy (Purple) x 2 
Mandragora 
^ Haunt 

f Grey Bones x 2, Haunt 
Mandragora x 2 

Itt Grey Bones x2, Mandragora x2 
BOSS: Demonic Baron x2, Genevieve 
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1 Flame Jewel 

2 Wassail-Rapier 
(T) Vegetable Seed 

Shield Critical 
[s jQuartz Gem 


6 Reflect Sorcery 

7 Concentration 
Lucerne Hammer 
Aqua Vitae 

■10; Ghoul Powder 


11 Ghoul Powder 

12 Eye of Heaven 

13 Berserker Bow 
l^Armor of Aleph 
l^Harp of Atrasia 



16 Sword of Silvans 




M'/W 


The pre-Boss Memory 

Camp is hidden amid 
the greenery. 
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in Entrance/Exit 
Save 

Checkpoints 


Section Three 
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•Match letters to find 
where door leads. 
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ea Bfill 


On the underside of the 
castle, you may want to 
rethink any plans for 
grabbing certain 
treasure chests. 
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The Arianrod Labyrinth is made up of rooms joined only 
by an elaborate transporter system. Your objective is 
simply to get to the boss and defeat him. 

Each of the 25 rooms in Arianrod has a teleporter that 
takes you to another room or rooms. Teleporters with 
multiple destinations have an orb that you can use to 
change the destination. If there are two of these orbs in the 
room, be prepared to do some basic math to determine 
your destinations. You’ll have to add, subtract, or multiply 
two numbers. 


Labyrinth of Arianrod at a Glance 

Dungeon Appearance 

Easy: No 
Normal: No 
Hard: Yes 



Eneniv Data 



Name 

HP 

Weaknesses 

m 

Argent Knight 

18,000 

N/A 

m 

Dark Sorceress 

18,700 

Poison, Evil 

m 

Demon "Wiead" 

5S,700 

Evil 


Hell Gaze (Gold) 

20,000 

N/A 

M' 

Ridiculer 

18,700 

Evil 


Silver Golem 

80,000 

Ice, Lightning 

FI 

Spectator 

24,600 

Ice 

W 

Wraith Lord 

65,000 

Holy 


Q| Kntrance/Exit 

0 

I K ^ ^ N ■ 

□ K. ^ 0 

Cl ^ 0 
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Artifacts 

Secrets of Zolon 
Shadzard 
Unicorn's Horn 


Event Points 


Event Points 

Recover each Artifact 4,100 x3 

Recover all Artifacts 500,000 

and Tricks ) 

The list of rooms and their destinations follows with the 
“sweet path” in red. It is a good idea to visit all of the 
rooms with treasures because there is some great stuff to 
be found. 


Room No. 

Transporter Destinations 

1 

3, 10 

2 

9,20 

3 

1, 5, 16, 24 

4 

1 2, 13, 23 

5 

7 

6 

4, 11, 14,21 

7 

1 6 

8 

9, 18 

9 

3 

10 

8, 13 

11 

10, 15, 17, 18 

12 

13, 14 

13 

5, 12 

14 

7,21 

15 

8, 19 

16 

21 

17 

12, 15, 20, 25 

18 

16,18, 20, 22 

19 

10, 14 

20 

9,24 

21 

1, 2, 12, 13 

22 

2, 18 

23 

1 

24 

1, 15 

25 

1 


Weaknesses 

Holy 

Evil 


10,500 


OSS Battle: The Dark Lord~~~) 


EXP Points 

Easy Normal Hard 


210,000 


These Demons are harsh combatants w ith a fierce attack 
called Deathwish. The easiest way to handle this battle is 
with the Deamon Slayer Sword. With this, you can easily 
take out the two Demon “Vallan” in the first round or 
two. Each Demon “Vallan” is strongly guarded, so be sure 
to combo with someone to break his guard first. 


The Dark Lord is weak to Holy, so use that to your 
advantage. He has two attacks: Insanity Blow' and a 
strong sword attack that can kill a person with one blow. 
He does not have a special attack nor the ability to heal 
himself, making this a straightfonvard battle. Pile up the 
combo attacks, chains of special attacks, and use the Holy 
Big Magic (Celestial Star is great here) w herever and 
whenever possible. 


Name 

HP 

Dark Lord 

415,000 

Demon "Vallan" 

70,000 


Boss Bailie Data 
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!^^Sl£leripc^ters 

I SB Spectator x 3 
® ^ Spectator x 3 
; Spectator x 4 

Spectator x 2 
^^I^Demon "Wiead" x 3 
1^ Spectator x 2 
i Silver Golem 

Demon "Wiead," Ridiculer x 2 
Dark Sorceress x 3, Wraith Lord 

f Argent Knight x 2, Hell Gaze (Gold) 
Argent Knight x 3, Hell Gaze (Gold) 
Dark Sorceress x 2, Wraith Lord 
, m Demon "Wiead," Ridiculer x 2 
111 ' Silver Golem 
I Spectator x 4 


\ 


)ffit Spectator x 4 
Spectator x 2 




Spectator x 4 

i ® 


Demon "Wiead" x 2 



Spectator x 3 f 



L BOSSrWk Lord, Dem^^\toffi|)Sr4^ ^ V 
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Entrance/Exit 

Save 

Checkpoints 

•Match letters to find 
where door leads. 
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The Cave of Oblivion 

The Gave of Oblivion is a series of eight caves. There are 
four different types of layouts and you visit each type twice 
during the game. Unlike many of the game’s dungeons, 
these caves are very short and simple in structure. Their 
difficulty' comes from the monsters inside. 


f AITIO’\ 

The In-Dungeon Map Screen does not work inside the 
Cave of Obiivion! Use the descriptions for each of the 
parts beiow to give you an idea of their shape and, 
remember, there are only four types of dungeon 
* layouts. If you have a feeling of deja vu when you 
enter one segment, it's probably because you've been 
there before! 


The order in which you visit each piece of the cave is 
randomly determined according to Difficulty Level and 
Game Pattern. It is unlikely that you will visit the segments 
of the Gave of Oblivion in numerical order unless luck 
puts you into Pattern A in the Rasy or Normal mode. 
These are the only two (Jame Patterns that let you visit 
Part 1 of the Gave of Oblivion in Chapter 1. 

This is important because the caves are structured so that 
Part 1 is relatively easy to clear out while the monsters 
found in Part 8 would give a seasoned adventurer reason 
to worry. Ending up in Part 8 in Chapter 1 is a bad thing, 
whereas getting Part 1 is fine. 

Which brings us to the next feature of the Cave of 
Oblivion: you aren’t required to visit there at all if you 
don’t want to. Participation is completely optional and 
may, in some cases, not be recommended. Because the 
Cave of Oblivion is not a required part of the game, you 
are not penalized if your party' is w iped out there. Instead, 
you are resurrected on the World Map screen and the 
game goes on. However, you only get one chance at the 
Cave of Oblivion per chapter, so if you leave or are booted 
out before clearing it, you’ll find that the entrance to the 
cave has disappeared into the landscape. 

. . . . 


Why Should You Visit 
the Cave of Oblivion? 


Experience, experience, experience! Not only does the 
Cave of Oblivion provide you with challenges, it also gives 
you the opportunity to win more experience points. If you 
think you can handle the monsters dwelling within the 
cave, you should definitely take them all on. 


-J 


PRIM.4'S OFFICIAL STRATEGY Gl 



The other big reason for visiting the Cave of Oblivion is 
treasure! Certain segments of the Cave of Oblivion have 
tons of treasure. The only problem is that these treasure 
chests appear randomly and there are no guarantees that 
you’ll even find any. However, when you do find treasure, 
it is usually pretty valuable and worth the trip. It might 
even be worth doing the “Save and Reboot” trick until 
enough treasure chests appear. 

gfei---- -. 

^ Things to Bring with You ) 



The monsters in the Cave of Oblivion are an odd mixture 
of familiar faces and new nightmares. Many of them are 
weak to a certain ty pe of magic and Slay er weaponry : the 
Dragon Slay er, Daemon Slayer, and Beast Slayer Swords, 
and their bow friends. Mage and Raven Slayer. Using 
these on big monsters such as Harpies, Dragon Zombies, 
and Dragon-Tooth Warriors gets you lots of experience 
points w ithout a lot of hassle. Just be careful not to let 
these precious and rare weapons break! 

Cave of Obiivion at a Glance 

Dungeon Appearance 

Easy: Yes 
Normal: Yes 


Hard: Yes 


Name 

HP 

Weaknesses 

Banshee 

400 

N/A 

Basilisk 

22,000 

Beast 

Beetle Giant 

5,000 

Ice 

' Bloodsucker 

4,000 

N/A 

Crab Giant 

1,000 

Fire 

Current Fish 

1,300 

Fire 

Dark Pudding 

9,200 

N/A 

Demon "Wiead" 

55,700 

Demon 

: Dragonewt 

20,000 

Dragon 

Dragon Servant 

500 

Ice, Dragon 

Dragon-Tooth Warrior (Red) 

15,000 

Holy, Dragon 

Dragon-Tooth Warrior (White) 14,000 

Dragon 

Dragon Zombie (Blue) 

24,000 

Lightning, Dragon 

Dragon Zombie (Dark Red) 

15,000 

Holy, Dragon 

Dragon Zombie (Dark Yellow) 

13,400 

Holy, Fire, Lightning, Dragon 

Drow Shaman 

1,000 

Mage 

Evil Eye 

24,900 

N/A 

Fatal Glimmer 

9,200 

Darkness 

! Figment (Blue) 

650 

m mm 

Figment (Red) 

3,500 

Ice 

Fire Elemental (Blue, Small) 

15,200 

Ice 

Gelatinous Ooze 

7,500 

N/A 

■c... 

■A 
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1 Enemy Data 



Name 

HP 

Weaknesses 

Chast 

600 

N/A 

Ciant Squid 

42,600 

Holy, Poison 

all- Man 

15,300 

Poison 

1 Crave Mist 

2,500 

N/A 

Crey Bones 

'27,000 

Dragon 

Harpy (Black) 

22,000 

Fire, Flying 

Harpy (Blue) 

6,000 

Flying 

Harpy (Cold) 

23,000 

Fire, Flying 

i Harpy (Creen) 

12,000 

Fire, Poison, Flying | 

Harpy (Purple) 

30,000 

Flying 

Haunt 

62,000 

Holy 

Hell Coze 

20,000 

N/A 

Hell Servant 

22,000 

N/A 

Inferior 

4,900 

Holy, Darkness, Poison, Demon 

Inferior Eye 

40,000 

N/A 

King Kraken 

64,000 

N/A 

King Squid 

64,000 

N/A 

Knight Fiend 

2,500 

N/A 

Kraken 

24,000 

Fire 

Lesser Demon 

2,400 

Demon 

Lesser Vampire (Black) 

2,500 

N/A 

Lesser Vampire (Blue) 

400 

N/A 

Life Stealer 

25,700 

Lightning 

Lizardman 

15,000 

Holy, Dragon 

Mage Lord 

12,000 

Poison, Mage 

Mandragora 

32,500 

Fire 

Mantrap Plant 

1,800 

Darkness, Fire 

Manticore 

1,3000 

Beast 

Mire Creeper 

2,200 

: 

Monstrous Ciowfiy 

7,000 

Darkness 

Monstrous Vermin 

10,200 

Flying 

Monstrous Viper 

900 

N/A 

Necromancer 

1,000 

Mage 

Necrophidius 

3,600 

N/A .. .. 

Necrophiliac 

6,000 

Poison, Mage 

Orbitous Dragon 

10,000 

Holy, Dragon 

Pongo 

1,000 

Beast 

Pongo Robustus 

2,300 

Darkness, Beast 

Ram Cuardian 

25,600 

Dragon 

Rib Forager 

6^800 

N/A 

Spectator 

24,600 

Ice 

Stealer Robin 

9,000 

Flying 

Thaumaturgist 

2,200 

Poison, Mage 

Two-Sword Fencer 

13,600 

Dragon 

Undead Slave 

19,000 

Holy 

Venomous Spider (Yellow) 

1,500 

Ice 

Vermin 

530 

Flying 

Victory 

10,000 

Lightning 

Wise Sorcerer (Blue) 

5,600 

Poison, Mage 

Wise Sorcerer (Dark Creen) 

10,000 

Poison, Mage 

Wise Sorcerer (Dark Yellow) 

4,400 

Poison, Mage 



tave of Oblivion, 
Parts 1 and 5 


Parts 1 and 5 of The Gave of Oblivion are identical in 
structure. These two segments are squashed “G” shapes. 
You go down a hill to the left, then around a U-bend to the 
right. At the end of the tunnel is a large dead-end room. 
There’s no treasure here, but you encounter groups of 
monsters along the way. 


ilonster Encounter Data, Part l j 


Cfiapter 1 (in order of appearance) 

• Vermin 

• Lesser Vampire (Biue) 

• Pigment (Biue) x 2 

• Lesser Vampire (Biue) x 2 

• Vermin 

• Chast 

• Figment (Biue) x 2 

• Chast X 2 


Chapter 2 (in order of appearance) 

• Harpy (Biue) 

• Mire Creeper x 2 

• Vermin x 3 

• Necrophidius x 2 

• Monstrous Ciowfiy x 3 

• Dragon Servant x 2 

• inferior Eye 

• Lesser Demon x 2 


Cliapter 3 (in order of appearance) 

• Figment (Biue) 

• Knight Fiend, Necromancer 

• Vermin x 3 

• Knight Fiend, Draw Shaman x 2 

• Figment (Blue) x 2 

• Lesser Vampire (Black), Necromancer x 2 

• Vermin x 3 

• Lesser Vampire (Black) x 3, Necromancer 

Chapter 4 (in order of appearance) 

• Harpy (Blue) 

• Mire Creeper x 2 

• Monstrous Ciowfiy x 2 

• Mire Creeper x 2 

• Monstrous Ciowfiy x 2 

• Crab Ciant x 2 

• Harpy (Blue) 

• Crab Ciant x 2, Monstrous Ciowfiy 


ojojoj. enix. coin 



















Chii|)U*r 5 (ill orcier of appcHraiK e) 

• Beetle Giant x 4 

• Gill Man x 2 

• Spectator x 3 

• Venomous Spider (Yellow) x 2 

• Spectator x 2 

• Grave Mist, Lesser Demon x 2 

• Beetle Giant x 2, Necrophiliac x 2 

• Lesser Vampire (Black) x 3 


Chapter (i (in orck'r of appc'araiK e) 

• Harpy (Black) 

• Victory x 2 

• Evil Eye 

• Victory x 2 

• Lizardman x 2, Wise Sorcerer (Dark Green) 

• Life Stealer x 2 

• Lizardman x 2, Wise Sorcerer (Dark Green) 

• Life Stealer x 2 


Chapter 8 (in orrkT of appt'araiux') 

• Beetle Giant x 3 

• Crave Mist, Lesser Demon x 2 

• Necrophiliac x 2, Rib Forager 

• Grave Mist x 2, Lesser Demon 

• Beetle Giant x 3 

• Dragon-Tooth Warrior (Red) x 3, Fatal Glimmer 

• Fire Elemental (Blue, Small) x 3 

r • Dragon-Tooth Warrior (Red) x 2, Fatal Glimmer 


Chapter 2 (iti orcier of appc'arant e) 

• Figment (Blue) 

• Pongo Robustus x 2 

• Vermin x 3 

[ • Pongo Robustus x 3 
1 • Figment (Blue) x 2 

• Mantrap Plant x 4 

• Vermin x 3 

• Dragon Servant x 4 

• Mantrap Plant x 2, Vermin 

Cliapter 4 (in order of appearanc e) 

• Banshee x 2, Venomous Spider (Yellow) 

• Dragon Zombie (Dark Red) x 1 

• Monstrous Glowfly x 2 

• Dragon Zombie (Dark Red) x 1 

• Inferior Eye x 1 

• Dragon Zombie (Dark Red) x I 

• Inferior Eye x 1 

1 • Mire Creeper x 3 
' • Dragon-Tooth Warrior (Red) 



onster Encounter Data, Part 5 





Chapter 5 (in order of appearance) p 

• Monstrous Glowfly x 2 

• Lesser Demon x 2 

• Banshee, Current Fish x 2 

• Grave Mist, Lesser Demon x 2 

• Banshee, Current Fish x 2 

• Grave Mist x 2, Lesser Demon 

• Monstrous Glowfly x 2 

• Grave Mist, Inferior x 2 

• Grave Mist x 2, Inferior 

c:hapter d (in ordr'r of appt'aratiee) 

• Haunt 

• Blood Sucker x 2 

• Stealer Robin x 4 

• Biood Sucker x 2 

• Harpy (Purple) x 3 

• Dragonewt, Mage Lord x 2 

• Spectator x 2 

• Dark Pudding x 3 

• Dragonewt, Mage Lord x 2 


C'.hapter 7 (in orck'r of appeciraiuc) 

• Vermin x 3 

• Biood Sucker, Fatal Glimmer 

• Stealer Robin x 4 

• Dragon Zombie (Biue) 

• Vermin x 3 



Dragonewt, Mage Lord x 2 
Haunt 

Dark Pudding x 3 
Dragonewt, Mage Lord x 2 


Parts 2 and 6 are identical in structure to each other. This 
dungeon is a tricky one to clear completely. Kight possible 
treasure chests appear here. Three are located at the end 
of the hallway to the right, directly across the gap. h'ollow 
the pass south of the entrance to the tip of a long pit. Jump 
to the far right to hit the entrance of a large nM)m, the 
second treasure r(K)m. From the lip of that room, jump to 
the far left to hit the entrance of another large treasure 
room on the left of the pit. Then jump to the bottom where 
an exit awaits. 
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THE CAVE OF OBLIVION 



















f" ’^^ifeasiire Data, Parts 2 and 6 J 


• Neckless Doll 

• MIthrll Ore 

• Broken Blade 

• Ether Scepter 


• Nightshade 

• Iron Ore 

• Ebony Powder 

• Mighty Check 



Chapter 7 (in order of appt'aranee) 

• Haipy (Black) 

• Victory, Wise Sorcerer (Blue) 

• Llzardntan x 2, Wise Sorcerer (Dark Green) 

• Ufe Stealer x 2 

• Evil Eye 

• Life Stealer x 2 



Chapter 1 (in order of at)pt‘aran{ e) 

• Vermin 


• PongoX 3 

• Vermin 

• PongoX 2 

• Vermin x 2 

• Pongo 


Chaj^ter 8 (in order of at)pearan( e) 

• Harpy (Purple) x 3 

• Dragonewt, Mage Lord x 2 

• Stealer Robin x 4 

• Blood Sucker x 2 

• Spectator x 2 

• Blood Sucker x 2 



Monster Encounter Data, Part ej 


Chapter 2 (in order of appearance) 

• Vermin 

• Mantrap Plant x 2 

• Vermin x 2 

• Pongo Robustus 

• Figment (Blue) x 2 

• Pongo Robustus 


Cfiapter 2 (i/i order of appearance) 

• Figment (Blue) x 2, Vermin 

• Dragon Zombie (Blue) x 2 

• Figment (Blue), Vermin x 2 

• Dragon Zombie (Blue) 

• Harpy (Blue) 

• Dragon Zombie (Dark Red) 


Ciiapter 3 (in order of appearanc e) 

• Fire Elemental (Blue, Small) x 4 

• Dragon-Tooth Warrior (Red), Fatal Glimmer 

• Figment (Red) x 3 

• Gelatinous Ooze x 2 

• Figment (Red) x 3 

• Gelatinous Ooze x 3 


C.iiapter 3 (in order of appc'arancc') 

• Monstrous Glowfly x 2 

• Dragon- Tooth Warrior (Red) 

• Monstrous Glowfly x 2 

• Lesser Vampire (Black) x 2, Thaumaturgist 

• Fatal Glimmer x 4 

• Knight Fiend, Thaumaturgist x 2 



Chapter 4 (in ordc^r of appearanc e) 

• Figment (Blue), Vermin x 2 

• Giant Squid 

• Fatal Glimmer x 2, Wise Sorcerer (Dark Yellow) 

• Dragon Zombie (Dark Red) 

• Monstrous Vermin x 3 

• Dragon Zombie (Dark Red) 

Ciiapter 5 (in order of appc‘aranc'c‘) 

• Beetle Giant x 4 

• Gill-Man x 3, Inferior Eye 

• Spectator x 2 

• Lesser Vampire (Black) x 3 

• Spectator x 3 

• Grave Mist, Lesser Demon x 2 






Cfiatitc'r 4 (in ordc'r of appc'aranec') 

• Figment (Blue) x 2, Vermin 

• Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 
j • Harpy (Blue), Monstrous Glowfly x 2 

j • Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 
I • Figment (Blue) x 2, Vermin 
I • Knight Fiend x 2, Lesser Vampire (Blue) 

Ciiaptc'r 3 (in ord(‘r of atipc'arancc') 

I • Monstrous Glowfly x 2 
I • Grave Mist x 2, Inferior 
\ • Banshee, Current Fish x 2 
j • Grave Mist, Inferior x 2 
! • Banshee, Current Fish x 2 

• Grave Mist x 2, Lesser Demon 
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Chapter 6 (in order of appearance) 

• Monstrous Clowfly x 3 

• Lesser Demon x 2 

• Current Fish x 3 

• Blood Sucker x 2, Wise Sorcerer (Dark Yellow) 

• Current Fish x 3 

• Dragon Zombie (Blue) 



Chapter 2 (in order of appearance) 

• Vermin 

• Mantrap Plant x 2 

• Mantrap Plant x 3 

• Vermin 

• Vermin x 2 

• Dragon Servant, Lesser Vampire (Blue) x 2 


Chapter 7 (in ord(‘r of appearanc e) 

• Harpy (Black) 

• Demon "Wlead" x 2 

• LIzardman x 2, Wise Sorcerer (Dark Green) 

• Spectator x 2 

• Evil Eye 

• Life Stealer x 2 


Chapter 3 (in ordc'r of appearance) 

• Harpy (Blue) 

• Dragon Zombie (Dark Yellow) 

• Dragon Zombie (Dark Yellow) 

• Harpy (Blue) 

• Harpy (Blue) 

• Knight Fiend, Necromancer 


Chaj^ter 8 (in order of appcvirance) 

• Vermin x 3 

• Dragonewt, Mage Lord x 2 

• Stealer Robin x 4 

• Dragon Zombie (Blue) 

• Haunt 

• Blood Sucker, Fatal Glimmer 




ave of Oblivion, I 

Parts 3 and 7 J 


Part 3 of the C^ave of Oblivion is identical to Part 7. This 
tunnel is a pretty straightforward tunnel with a single 
“roundabout” almost two thirds of the way down the tube. 
Treasure chests appear randomly at the very end of the 
tunnel and in a room off the bottom of the roundabout. 
Enemy encounters are kept to a minimum. 



* Broken Blade 

• Element Scepter 

• MIthrll Ore 

* Ring of Learning 


• Ruin's Fate 

• Ebony Powder 

• Iron Ore 



ronster Encounter Data, Part 3 


CiiiiptcT I (in ordcT of appc'arnnc (') 

• Monstrous Glowfly x 2 

• Lesser Vampire (Black) x 2, Thaumaturgist 

• Crab Giant x 2 

• Monstrous Glowfly x 2 

• Harpy (Blue), Monstrous Glowfly x 2 

• Dragon Zombie (Dark Red) 


) 


Cliapter 4 (in ordc'r of appc^aranc:e) 

• Figment (Blue) x 2, Vermin 

• Lesser Vampire (Blue), Knight Fiend x 2 

• Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 

• Harpy (Blue), Monstrous Glowfly x 2 

• Figment (Blue) x 2, Vermin 

• Lesser Vampire (Black) x 2, Lesser Vampire (Blue) 

Chaptc'r 5 (in ordcT of appc'aranc (') 

• Monstrous Glowfly x 2 

• Manticore 

• Blood Sucker x 3 

• Banshee, Current Fish x 2 

• Banshee, Current Fish x 2 

• Grave Mist x 2, Inferior 

Chapter o (in ordtT of at)p('aratu t') 

• Vermin x 3 

• Dragonewt, Mage Lord x 2 

• Dark Pudding x 3 

• Vermin x 3 

• Stealer Robin x 4 

• Dragonewt, Mage Lord x 2 

Chat)ter 7 (in ordcT of a|)p('arance) 

• Harpy (Purple) x 3 

• Blood Sucker x 2 

• Blood Sucker x 2 

• Stealer Robin x 4 

• Spectator x 2 

• Dragonewt, Mage Lord x 2 
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Cliapter 8 (in order of appearance) 

• Beetle Giant x 3 

• Crave Mist x 2, Lesser Demon 

• Dragon-Tooth Warrior (Red) x 2 

• Necrophiliac x 2, Rib Forager 

• Fire Elemental (Blue, Small) x 3 

• Dragon-Tooth Warrior (Red) x 2 



Cliapter 8 (in order of appc'ararK e) 

• stealer Robin x 3 

• Lizardman x 2, Undead Slave x 2 

• Basilisk x 3 

• Victory x 2, Wise Sorcerer (Blue) 

• Victory, Wise Sorcerer (Blue) 

• Ram Guardian, Undead Slave x 2 


. 

I IHonster Encounter Data, Part 



Chapter 1 (in ord(‘r of appc'aranc e) 

• No monsters appear in this chapter 


Ciiapter 2 (in ord(‘r of appc'aranc (') 

• Monstrous Ciowfiy x 3 

• Banshee x 2, Venomous Spider (Yellow) 

• Banshee x 2, Venomous Spider (Yellow) 

• Monstrous Ciowfiy x 2 

• Harpy (Blue), Monstrous Ciowfiy x 2 

• Current Fish, Monstrous Viper x 2 


('firU)t<‘r 4 (in ord(‘r of ripjx'araiK (';) 

• Banshee x 2, Venomous Spider (Yellow) 

• Dragon Zombie (Dark Red) 

• Mire Creeper x 3 

• Inferior Eye 

• Monstrous Ciowfiy x 2 

• Dragon-Tooth Warrior (Red) 


CluipKT .1 (in orci('r of cjppt'araiK (') 

• Monstrous Ciowfiy x 3 

• Dragon Zombie (Blue) 

• Blood Sucker x 2, Wise Sorcerer (Dark Yellow) 

• Current Fish x 3 

• Current Fish x 3 

• Lesser Demon x 2 


• "Cave of Oblivion, 
Parts 4 and 8 


Segments 4 and 8 are identical in formation. This cave is 
largely uninhabited with a single, randomly appearing 
treasure chest by the second entrance. Follow the tunnel to 
the gap then jump over to a small chamber. Inside, you’ll find 
Flying-t> pe and Dragon-ty pe monsters underground. Expect 
difficulty defeating both unless you have the Raven Slayer 
Bow and Dragon Slayer Sword in your inventory. Next, 
jump down thnjugh the gap heading along the left side, where 
another set of chambers lie. More monsters await, so enter 
with care! At the bottom of the tube, head right to the exit. 


pi 


Treasure Data, Parts 4 and 8 


Encounter Data, Part 4 J 

ChftpitT I (in order of npiK'^rniu (') 

• Harpy (Green) 

• Dragon Zombie (Dark Yellow) 

• Monstrous Vermin x 4 

• Dragon-Tooth Warrior (Red) 


• Golden Egg 

— 

I ^ITonster 


Chcipter 6 (in ordt'r of nppt'nrniK (') 

• Monstrous Ciowfiy x 2 

• Manticore 

• Blood Sucker x 3 

• Banshee, Current Fish x 2 

• Banshee, Current Fish x 2 

• Crave Mist x 2, Inferior 

Chapter 7 (in order of at^pearaiu t‘) 

• Harpy (Black) 

• Mandragora 

• Life Stealer x 2 

• Lizardman x 2, Wise Sorcerer (Dark Green) 

• Monstrous Vermin x 3 

• Victory, Wise Sorcerer (Blue) 


ChapkT 2 (in ordt'r of appt'arance) 

• Harpy (Black) 

I • Dragon Zombie (Blue) 

I • Monstrous Vermin x 4 

• Two-Sword Fencer 


ChapU'r 3 (in ordt'r of appt'arant t') 

• Harpy (Blue) 

• Dragon Zombie (Dark Yellow) 

• Monstrous Vermin x 4 

• Dragon-Tooth Warrior (Red) 


m- 
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Clitiptcr 4 (ill order of cippeiircinc e) 

• Harpy (Blue) 

• Dragon Zombie (Dark Red) 

• Monstrous Vermin x 4 

• Dragon-Tooth Warrior (White) 

Cluipter 5 (in orcier of appeardiK e) 

• Harpy (Cold) 

• Dragon Zombie (Dark Red) 

• Monstrous Vermin [MULT ]4 

• Dragon-Tooth Warrior (White) 

ChiipU'r (> (in orck'r of cippearance) 

• Harpy (Blue) 

• Dragon Zombie (Blue) 

• Monstrous Vermin x 4 

• Dragon-Tooth Warrior (White) 
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T c:hapter 5 (in order of appearance) 

I • Monstrous Vermin x 4 
! • Harpy (Cold) 

• Ciant Squid 

• Evil Eye 


c:hapter (> (in ortk'r of appearance) 

• Monstrous Vermin x 4 

• Harpy (Black) 

I • Ciant Squid 

! • Inferior Eye 

' c:hapt(M 7 (in ordr'r ot appt'arance) 

• Monstrous Vermin x 4 

• Harpy (Black) 

• King Kraken 

• Evil Eye 



Chapter 7 (in orck'r of at)tK‘araiK e) 

• Harpy (Cold) 

• Dragon Zombie (Blue) 

• Monstrous Vermin x 4 

• Two-Sword Fencer 

Chapter 8 (in ortk'r ot apjx'arant e) 

• Harpy (Cold) 

• Orbitous Dragon 

• Monstrous Vermin x 4 


c:hat)tt‘r I (in ortk'r tit ti^jpearant e) 

• Monstrous Vermin x 4 

• Harpy (Blue) 

• Kraken 

• He! Servant 

Chapter 2 (in tirder t)f aptH'arant e) 

• Monstrous Vermin x 4 

• Harpy (Creen) 

• Kraken 

• Hel Servant 

Chaptt'r 8 (in tirdt'r t)! atipearanc e) 

• Monstrous Vermin x 4 

• Harpy (Creen) 

• Kraken 

• Hel Servant 
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I c:hapter 8 (in tirtk'r tit atipt'arant t') 
I • Monstrous Vermin x 4 


* Crey Bones 




Monster Encounter Data, Part 8 
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Checkpoint 1: (Combine the 
red and blue fire to acquire the 
Daisy Fire that opens the d(M)r 
at point A. 


Checkpoint 2: Defeat 
Hioodhane to acquire the 
Demon Sword “Levantine.” 


(Checkpoint 4: Defeat the boss! 


While the rest of the Aesir forces protect your flank, you 
must infiltrate the palace of Surt. The path will be long and 
hard fought, but you can take two precautionary measures 
before confronting the King of Vanin First, select the best 
warriors from among all of your Einherjar, Now that 
you’re up in Asgard, all of the warriors that you’ve sent to 
Odin are at your disposal. 

The second measure is almost mandatory: defeat the 
demon-beast, Bloodbane, and acquire the Demon Sword 
“Levantine.” To reach the demon’s lair, you need to open 
up the passageway by creating Daisy Flame, a mixture of 
the red and blue flames (refer to Checkpoint 1). 

After defeating the beast and obtaining the demon 
weapon, it’s time to confront the enemy King. To do so, you 
must recover the Fire of Purgatory' and race back to the 
ice-floe-covered doorway before the flame bums itself out. 


Checkpoint 3: Retrieve the 
Fires of Purgatory to open the 
doorway at (d(K>r G). 
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Where you go for your final battle say s a lot about 
what ending you will receive. If you are passed 
through to .lotunheim Palace, you are in line for 
the B ending—pro\ iding you can defeat Surt! 

A trip to Asgard Hill means that Loki has 
already defeated Surt, lea\ ing Asgard in shambles 
and everyone, Aesir and \'anir alike, shuddering. 

^ our job is to take on Loki and enjoy the best 
ending to the game. 

Both final dungeons are challenging in terms 
of enemy strength. I'iquip your battle party well 
and spend your last Materialize points on items 
that really count, such as Angel (Airios, etc. 'hdu 
also have access to all of your Fanherjar. If you 
transferred one of your favorite soldiers in (Chapter 
8, you don’t have to work without him or her while 
in .lotunheim. 




Jotunheim Palace 


The battle in the heavens 
begins! The Aesir army, led by 
Thor, forges ahead to open up 
a path through the Ice Fields 
so that your small group can 
invade Jotunheim Palace and 
overthrow Surt, the King of 
the Vanir. 

























Jotuiiheini Palace at a Glance 

Dungeon Appearance 
Easy: Yes 
Normal: Yes 
Hard: Yes 



Name 

HP 

Weaknesses 


Mithril Golem 

100,000 

N/A 


^ Vanir (Black) 

22,000 

N/A 


Vanir (Blue, A) 

14,000 

Poison 


1^^ Vanir (Dark Yellow) 

22,000 

N/A 

1 

Wise Sorcerer (Black) 

10,000 

Poison, Mage 



Siih-Boss Bailie Dala 




Name 

HP 

Weaknesses 



Bloodbane 


220,000 N/A 



EXP Points 

Easy Normal Hard 

600,000 200,000 140,000 



Name 


HP Weaknesses EXP Points 

Easy Normal Hard 


Surt 


300,000 N/A 


0 0 0 


i 



Artifacts 

N/A 


1 Evenl Poinls ^ 

- 

Event 

Points 

Creating the "Daisy Flame" 

120,000 

Bringing the Fire of Purgatory to 

120,000 

Point B within the allotted time 



and Tficks J 


You may have to engage the many Vanir soldiers 
patrolling the palace halls. But unlike the forces that 
you’ve fought in previous areas, if you defeat these, you’ll 
find that more troops have taken their place when you 
return to the same area. 

When encountering groups of Vanir with Wise 
Sorcerers, remove the sorcerers from the battle first. The 
sorcerers, while not as powerful as the warriors, can cast 
Invoke Feather and resurrect their fallen comrades. 


^Boss Battle: Bloodbane J 

Defeating Bloodbane is the most difficult battle you face in 
the game regardless of the Difficulty Level. In addition to 
casting multiple forms of Big Magic attacks, this demon 
lizard can cast Heal to restore all damage. While there’s 
no tried and true method to 
defeating this monstrosity, be 
sure to stock up on items such 
as Union Plumes and Noble 
Elixirs as well as setting Auto 
Item as a Support skill on 
your heroes. 


THE ENDGAME 

































Beware the icicle spears 
that release as you traverse 
the stairway. 


Build a hidden step using 
the crystals to reach the 
platform above and enter 
the chamber of Bloodbane 


ajojcv. enix. com 


Shooting a crystal to freeze 
the patrolling Vanir exposes 
the treasure chest that was 
hidden behind the pillar. 


lrea|iire Data 


Freeze Check 

Scarlet Edge 

Flare Crystal 

Noble Elixir 

Mental Reaction 

Freeze Check 

Foxglove 

Eye of Heaven 

Foxglove 

Flare Crystal 

Vegetable Seed 

Foxglove 

Vegetable Seed 

Flare Crystal 

|Noble Elixir 

Vegetable Seed 

Ether Scepter 

Foxglove 

Demon Sword 
Levantine" 

Freeze Check 
Ether Scepter 
Lapis Lazari 




c_ ^oss Battle: Surt J 

It comes down to this final battle with Surt, the battle that 
w ill determine the fate of the Aesir. This will be your final 
battle. May the favor of the gods shine upon you! 


Like Bloodbane, Surt can cast a spell in the same 
round that he strikes with a physical attack. 


Moiiter Eiicowters I 

Vanir (Blue, A) x 2, Wise Sorcerer (Black) | 

3^ Vanir (Blue, A) x 2, Wise Sorcerer (Black) 

Vanir (Blue, A) x 3 

Vanir (Blue, A) x 2, Wise Sorcerer (Black) i 

Vanir (Blue, A) x 2, Wise Sorcerer (Black) i 

Vanir (Blue, A) x 3 | 

^1 Vanir (Blue, A) x 3 

3|^ Vanir (Blue, A) x 3, Wise Sorcerer (Black) | 

} Vanir (Blue, A) x 3, Wise Sorcerer (Black) | 

^Vanir (Blue, A) x 3 | 

^ Vanir (Black) x 3, Wise Sorcerer (Black) i 

Vanir (Black) x 3, Wise Sorcerer (Black) | 

Vanir (Black) x 3, Wise Sorcerer (Black) 

125* (Black) X 3, Wise Sorcerer (Black) : 

Vanir (Black) x 3, Wise Sorcerer (Black) j 

’ j® Vanir (Dark Yellow) x 3 
Mithril Golem 
Vanir (Dark Yellow) 
m Vanir (Dark Yellow) 

Vanir (Dark Yellow) 
m Vanir (Dark Yellow) 

Vanir (Dark Yellow) 

Vanir (Dark Yellow) 

Bloodbane 

BOSS: Surt, Vanir (Dark Yellow)M 2 ’ ! 

■ViiLi I 
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A Section One 



Examine the brazier to 
retrieve the Fire of 
Purgatory. Once you have 
it, you only have a short 
amount of time to race 
back to Point C before 
the flame is extinguished. 



If you're fast enough, you 
can pass through this 
doorway and enter the 
final set of corridors 
within Jotunheim Palace 
before the Fire of 
Purgatory burns out. 




Entrance/Exit 




THE ENDGAME 
































































































Asgard Hill J 


If you are sent to Asgard Hill instead of Jotunheim 
Palace at the end of Chapter 8, then you are in line to see 
Fnding A—if you can withstand the challenges of this 
unmapped zone. 





(Checkpoint 3: Defeat I /oki. 


Like the Gave of Oblivion, Asgard Hill is one of those 
locations that is not mapped. Fortunately, it is an easy 
enough structure that mapping is unnecessary. Basically, 
you travel to the NW in one frame and then NE in the 
next. Battles are sporadically placed and there is only one 
piece of treasure to be found, and that is disgorged from the 
dragon Bloodbane’s belly. The locations of the bosses are 
given away by the Memory Camps placed strategically a 
frame or so ahead. Be sure to save your progress at each 
one before you proceed to take on the boss. 


Asgard Hill al a Glaiict* 


Dungeon Appearance 

Easy: No 
Normal: Yes 
Hard: Yes 



Name 

HP 

Weaknesses 

IS 

Charon 

52,000 

N/A 

m 

Fire Elemental (Red, Big) 

52,000 

Ice 


Mind Flayer 

54,900 

N/A 


Phantom Lord 

45,000 

Holy 


Ram Guardian 

25,600 

Dragon 


Vanir (Blue, A) 

14,000 

Poison 


Vanir (Blue, B) 

22,000 

N/A 


[ and Tricks J 

Be sure to come equipped with the best armor and 
weapons that you can buy, find, or make. For example, the 
sword Gram, created from Orihalcon and the Creation 
Jewel, is one of the best swords in the game and a good 
one to bring with you. Also purchase Angel Curios and 
Mighty Checks. 

[ Battle One: Bloodbane J 

Bloodbane is one tough boss. His breath attack will cause 
you to run for healing and his special attack (Gravity 
Blessing) can wipe you out in a single round. Especially 
watch out for his Death Sanction attack (a combination of 
physical blow, breath attack, and magic attack) because it 
can easily kill the character it is aimed at. 





















Boss 2 Battle Data 


Name 

Fenrir 


Boss 3 Battle Data 


Name 

Loki 


HP Weaknesses 

250,000 Fire 

HP Weaknesses 

400,000 N/A 
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EXP Points 

Easy Normal Hard 

— 250,000 175,000 


EXP Points 

Easy Normal Hard 





To take him out, use chains 
of combo attacks followed 
by special attacks. Might 
Reinforce, Reflect Sorcery, 
and Sap Guard are gcnnl 
spells to use in this battle. 
Also be sure to equip your 
characters with Guts, Auto 
Item, and Angel Curios, 
just to ensure that someone is left standing after a partic¬ 
ularly debilitating attack. 
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Use Fire attacks (equip Fire Lance for Big Magic fun) 
and, as always, chain those attacks and special attacks! 
After Bloodbane, Fenrir will seem easy to defeat! 


Once he is defeated, you get the Demon Sword 
“Levantine,” which is a particularly nice sword to add to 
your arsenal. 


OSS Battle T\vo: Fenrir 


Fenrir uses mostly Ice-based physical attacks. Because 
they can freeze your characters quite easily, it’s impor¬ 
tant to outfit everyone with the appropriate accessories. 
Unless you are using or wearing something that makes 
you weak to Ice, you should be able to withstand all of 
his attacks. The worst is Frost Bait, which can do 
around 2S,000 points of damage to each member of your 
party in addition to freezing them. This becomes his 
main mode of attack when you’ve gotten him down to 
one third HP. Also watch out for Ice Breath attack and, 
at 50 percent HP, the advanced Ice attack. Howling 
Hazard. 


THE ENDGAME 





















This is one of tri-Ace’s signature two-part battles! The 
first part you cannot win, but the second part is a much 
fairer battle. 


For the first battle, you only need to survive for a few 
rounds. Don’t be surprised if your sword-equipped characters 
can do no damage to Loki. He seems to be vulnerable only 
to magic, and even then he’s not that vulnerable. A team 
composed of Valkyrie and three sorcerer-types is a good 
configuration for this battle and the one that follows. 



"Monger Eiieoimter^ | 

(in order of a^l^raiice) ^ 

Vanir (Blue, A) x 2 I 

1 

Vanir (Blue, A) x 2, Vanir (Blue, B) 

Vanir (Blue, A) x 2, Vanir (Blue, B) ^ 

Vanir (Blue, A) x 3, Vanir (Blue, B) i 

^ BOSS: Bloodbane r ' . . i 

I ' .■ 

Phantom Lord x 2 
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After a nice cinematic, Valkyrie gains full use of her 
Niebelung Valesti attack. This attack includes the stage- 
three ending that causes damage in the range of 10,000+ 
points. You can bet that this part of the attack alone will 
contribute most to Loki’s demise. 

Loki is easier to damage this time, although you will still 
find that your other swordsmen are useless for anything 
other than charging up the Special Attack Gauge. Loki’s 
Extension Force attack is hard to defeat. It does about 
25,000 damage to each person. The strength of this makes 
his Dragon Orb special attack seem weak in comparison. 




Fire Elemental (Red, Big) 
Fire Elemental (Red, Big) 


BOSS: Fenrir 

Phantom Lord x 3 


Charon 



Charon 
Mind Flayer 
Charon x 4 

Mind Flayer, Ram Guardian 
Mind Flayer x 2, Ram Guardian x 2 


Phantom Lord x 4 
BOSS: Loki 


h" 

^ Demon Sword "Levantine" 


















The Endings Game 


Valkyrie Profile contains multiple endings, referred 
to as A, B, and C (in order from the most reward¬ 
ing to the least). To preserve each ending’s integrity, 
no naiTative is provided (you’ll have to see them for 
N ourself). Instead, this chapter explains how to trig¬ 
ger each ending. If you consider instructions such 
•as these spoilers, skip this chapter. Otherw ise, use 
this as a guide to discover the true message of 
Valkyrie Profile. 


Ending C 

Modes Available: Hasv, Normal, Hard 

This ending is the ultimate in “(Jame Over” endings, and 
one that you are unlikely to get without going against the 
game’s main rules. Namely, keep all artifacts and don’t 
send any of your Kinherjar up to Asgard. Doing this 
ensures that your Kvaluation Rating will plummet to zero 
and trigger Freya’s final appearance. Regardless of whether 
or not you win this final battle, the game ends. 


Wding 


B 


Modes Available: liasy. Normal, Hard 


J 



An Evaluation Rating of zero leads to Freya's final 
appearance. 



Ending B is characterized by a trip to Jotunheim Palace and 
a battle with Surt! 


Endin g A 

Modes Available: Normal, Hard 


The B ending is good, but it doesn’t answer the majoriu of 
questions that you will probably have after playing 
through the game entirely. Who is Platina in relation to 
Valkyrie? Who is Hrist, the Dark Valkyrie, and how does 
she know Lenneth? How' do all of these strange creatures 
such as Brahms and Lezard Valeth know Valkyrie and 
what are these memories that they keep mentioning? 

Finding A answers all of these questions and more! It 
has even been suggested that you haven’t really played 
Valkyrie Profile unless you’ve seen the A ending. 
Unfortunately, the A ending is one that you are unlikely to 
see on your own—unless you have extremely good 
instincts! The reason for this is twofold. First, the A 
ending requires you to play contrary to your main orders. 
Valkyrie is supposed to be a loyal follower of Odin, one 
who does not question her orders or Odin’s motivations. 
(Jetting the A ending requires you to play Valkyrie with a 
little more curiosity and flexibility. 

Secondh, and most importantly, the A ending is triggered 
when Valkyrie’s Seal Rating is at a certain level at a 
certain point in the game. This is unlikely to happen by 
accident and requires a bit of manipulation on your part. 
F'ortunately, we have a plan for you to follow. 

he Hard Road to Ending A J 



This ending is by far the most common ending and is the 
best you can get when playing in Hlasy mode. As long as 
you do as you’re told and keep your FAaluation and Seal 
Ratings high, this is the ending you’ll get. 


The A ending is a series of explanatory' cutscenes that 
occur over the last few chapters of the game. They explain 
many events, including the Prologue, and really leave you 
with a complete understanding of the game itself. While 
getting to the A ending is tricky and requires some fore¬ 
thought and planning, the results are really w'orthwhile. 

We recommend that you play the game through on Hard 
mode with the intent to see this ending, so that you can 
enjoy all that Valkyrie Profile has to offer. 


T 
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THE ENDINGS GAME 















































The basic requirements for the A ending are as follows: 

• Defeat Lezard Valeth In his Tower after recruiting 
Lorenta In Chapter 4. 

• Recruit Mystina In Chapter 5. 

• Recruit Lucian In Chapter 5. 

• Transfer Lucian to Valhalla by the end of Chapter 6. 

• Valkyrie's Seal Rating must be below 37 during Sacred 
Phase 6-7. 

• You must enter the Weeping Lily Valley at the end of 
Chapter 8. 

These requirements are pretty easy to fulfill once you 
know which events have positive and negative effects on 
Valkyrie’s Seal Rating. 
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Valkyrie's Seal Rating 




can be found at the bottom 




of the first page of her 

.ilM !i iBI 


■ 

Status Screen. 


How to Change Valkyrie's Seal Rating 


Event Seal Points 

Occurrence 

Transfer a character to Valhalla 

+ 12 

— 

Complete a chapter (i.e., enter 

-2 

— 

Sacred Phase)without wearing the 



Nibelungen Ring 



Recruit a character (except those 

-2 

— 

listed below) 



See the Special Event "The Weeping 

-IS 

— 

Lily Tombstone" in the Weeping Lily Valley 



See the Special Event 

-IS 

Chapter 2 

"A Fateful Event" in Cerabellum 


and on 

See the Special Event "The Lord of the 

-10 

Chapter 3 

Immortals "in the Castle of Brahms* 


and on 

Defeat Lezard Valeth after the Lorenta Event 

-IS 

Chapter 4 

Recruit Mystina** 

-15 

Chapter 5 

Recruit Lucian 

■20 

Chapter 5 


*l'his event is triggered by not attacking Brahms in the Castle of 
Brahms. Instead, choose to think for a moment when prompted, 
■"•'rhis event won’t occur unless you defeated Lezard Valeth in the 
previous chapter. 

The easiest way to complete all of the necessary objectives 
is as follows. The instructions in this list are in addition to 
your normal duties in each of the chapters. Continue 
recruiting characters and clearing dungeons as required 
while performing the tasks below. The Seal Rating 
manipulation required to get the A ending should not affect 
your evaluations during the intervening Sacred Phases, 



because you can easily transfer two characters in Chapter 
4 and one character in Chapters 5 and 6 without adding 
too many Seal points. 

Chapters 1-3: Do not see any of the events listed above 
(“The Weeping Lily Tombstone,” “A Fateful Event,” and 
“The Lord of the Immortals”)! Do, however, keep your 
Seal Rating at 100 by transferring at least one, if not two, 
Einherjar per turn. 

Chapter 4: Transfer two characters to Valhalla at the 
start of Chapter 4 or before you start viewing the different 
events and recruiting characters, etc. View the following 
events: “The Weeping Lily Tombstone,” “A Fateful 
Event,” and “The Lord of the Immortals.” Then, recruit 
Lorenta and defeat Lezard Valeth in his tower. Remove 
the Nibelungen Ring and begin Sacred Phase 4-5. 
Valkyrie’s Seal Rating should be hovering around 39 to 45. 

C^Ihapter 5: Recruit Mystina and Lucian. Also send one 
character up during this time. Be sure to keep an eye on 
your Evaluation Rating, lest it drop to zero! Remove the 
Nibelungen Ring and begin Sacred Phase 5-6. Valkyrie’s 
Seal Rating should be hovering around 10 to 18 points. 

Chapter 6: You must transfer Lucian to Valhalla during 
this chapter! Doing so triggers a scene that sets up the first 
of the A ending events. With Valkyrie’s Seal Rating at 
about 14 to 24, enter Sacred Phase 6-7. 

If you’ve followed these instructions and entered Sacred 
Phase 6-7 with Valkyrie’s Seal Rating under 37 points, you 
should witness a scene between Lucian and Loki. This 
marks the start of the A ending sequences. Afterward, play 
full-out to the end of the game, transferring two characters 
a turn and strengthening Valkyrie’s Seal Rating. At the end 
of Chapter 8, you will be directed to the Weeping Lily 
Meadow for the scene, “Hrist Awakens,” and the beginning 
of the A ending. The A ending is characterized by a trip to 
Asgard Hill instead of Jotunheim Palace. 


It is important that you keep Valkyrie's Evaluation 
Rating (shown at the bottom of the Camp menu) 
above 50 during this entire process, lest you trigger 
the C ending by accident. This means keeping your 
theft of artifacts to a minimum. 
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The Seraphic Gate 
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Location of the Ei}iht Ranie Jewels 

Salerno Academy 
Dark Tower of Xervah 
Citadel of Fire 
Sunken Shrine 

Tombs of Amenti (two are found here) 

Celestial Castle 
Arianrod Labyrinth 

You can still play through most of the Seraphic Gate in 
the other difficulty levels, you just won’t be privy to the full 
experience. For instance, you need all of the Flame Jewels 
to access certain treasures and Warp Points. Most of the 
game’s strongest equipment is hidden behind sealed doors 
that only the Flame Jewels can open, so you are cheating 
yourself if you attempt this dungeon without all of them! 


Lezard Valeth 


Brahms 


Freya 


The Flame Jewels open specially sealed doors that lead to 
special treasures or special characters. 


The Seraphic Gate is a bonus dungeon for all of you who 
just can’t get enough of Valkyrie Profile. Entrance is granted 
once you’ve completed the game and have collected all 
eight of the Flame Jewels (you’ll find a new option on the 
Start menu). You need them to access all of the game’s 
treasure and extra characters. Of course, there’s a catch: 
Flame Jewels are only found in the Hard mode of the 
game. 


The other reason you’ll want to play this in Hard mode 
is for the chance to recruit the three best characters in the 
game: Lezard Valeth, Brahms, and Freya. Of course, they 
can only accompany you while you are in the Seraphic 
Gate, but they make the experience much easier than your 
usual companions could. 

To recruit these legends, you must defeat them in battle 
first. You can expect each battle to get more and more 
difficult, but the results are worth it. After you defeat 
them, you must train them as you would any other com¬ 
panion. Also search for their most powerful weapon. 

Freya and Brahms’ attack power is really limited until you 
find these weapons. 


THE SERAPHIC GATE 


























The final two sections of the Seraphic Gate are guarded 
by Gabriel Celeste and the Iseria Queen. If you’ve played 
through the Cave of Trials in Star Ocean: The Second Story, 
then this pair will seem familiar to you. The bad news is 
that they are just as deadly as before. Both characters can 
take out your entire party with a single attack, so be sure 


to approach them with care 
and Angel Curios! 

and plenty of Union Plumes 



1 Gabriel Celeste | 




Iseria Queen i 


The big secret of this dungeon is at the very' end, once 
you’ve beaten the Iseria Queen. Clear the dungeon once 
and you win the Tri-Emblem item. Clear it a second time 
and you get a note. Clear the dungeon 10 times and you 
win an extra-special surprise! 

Section Four J 


This first section of the Seraphic Gate is not at all 
indicative of the rest. Search out the Eternal CJarb (the 
game’s best armor) and some of the other pieces of 
treasure. There are no traps or puzzles to hinder you— 
just a lot of enemies. 


s $EI 

4 5 I 

Entrance/Exit 




19 m 

O 8 

w 


1)9 


IT 


IP 


IT 


IP 10 


Save 

Warp Point 


*Match letters on Warp 
Points to find where 
they lead 



The first two rewards for clearing the Seraphic Cate. The 
final must remain a secret...! 


But there’s a catch here, too. There’s only one Memory 
Gamp in the Seraphic Gate (right at the entrance) and 
the monsters that dwell here are resurrected every time 
you reenter a room. To clear the dungeon, you have to 
make it all the way through without saving and, more 
importantly, without dying! 


\mK 

This dungeon is completely optional and totally 
unconnected to the plot of Valkyrie Profile —no 
matter how much the A ending might lead you to 
I believe differently. Because it is set up to provide 
i you with the ultimate challenge, we feel that it is 
inappropriate to provide a detailed walkthrough. 
With the exception of some general hints, you are 
on your own! Enjoy and good luck.... 


Trea^e Data 

1 Spell Reinforce 

2 Golden Egg 

3 Golden Egg 
Eternal Garb 
Razor Shaft 

6 Mighty Check 

7 Gem of Creation 

8 Golden Egg 
Fire Lance 
Might Reinforce 


Mmister Jlncounters 

8^ Fire Elemental (Red) x 2 
^^1 Gill-Man Leader x 2 
Fire Elemental x 2 
Unburied Dead x 2 
Anemone, Bream Giant x 2 
m Brutal Gaze, Unburied Dead x 3 
Lesser Vampire (Dark Yellow), 
Unburied Dead x 2 
Lesser Vampire (Dark Yellow), 
Unburied Dead x 2 
Ancient Golem 
m Unburied Dead x 3 
m Ancient Golem x 2 

Lesser Vampire (Dark Yellow) x 2 
Lesser Vampire (Dark Yellow) x 2, 
Unburied Dead x 2 
IFJ Unburied Dead x 3 
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I Mummy x 3 

^ Mummy x 2, Unholy Terror 
I Mummy x 2, Unholy Terror 
I Unliving Vapor x 2 
I King Kraken, Misery Seeker x 2 


I Venom x 2 
f Necro Centipede x 3 
( Unholy Terror x 2 
i King Kraken x 2 
i Unliving Vapor x 2 


I Unliving Vapor x 2 

^ BOSS: Brutal Gaze, Hell Gaze, Lezard Valeth 


>.pr'iincz^ciines. 
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Lezard Valeth lurks here. This powerful wizard packs a 
wallop and so do his companions. Prepare for a fierce battle! 
To get to the exit warp in this dungeon section, you’ll need 
your grappling skills. 


1 Scout Orb 

2 Golden Egg 

3 Golden Egg 
^^Mighty Check 
sTFrigid Damsel 


6 Soul Sword "Kusanagi" 

7 Wand "Mystic Sage" 
Golden Egg 

[ Eternal Garb 
I Golden Egg 


11 Fire Storm 

12 Sap Guard 

i Eternal Garb 
! ^^Golden Egg 
I Poison Blow 


16 Golden Egg 


Section Three 


Section Three 


Entrance/Exit 

Save 

Warp Point 

*Match letters on Warp 
Points to find where 
they lead 


THE SERAPHIC GATE 














































Sectiom\vo 


Section Two is the busiest section of the Seraphic Gate. Brahms, 
Freya, and Gabriel Celeste all lurk in this chamber. In addition, 
the monsters here are pretty fierce. Keep your characters fully 
healed and choose your battles wisely. 

Section Two 



“ B 

fel B I 


I 

2 

B ®l!l ® 



Shield Critical 
Golden Egg 
) Lightning Bolt 
jEternal Garb 
jGolden Egg 


6 Golden Egg 

7 Holy Wand of Telos 

g Ethereal Divide 
Golden Egg 
Bloody-Duster 
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10 Entrance/Exit 
Save 

Warp Point 

*Match letters 
on Warp 
Points to find 
where 
they lead 


It takes a lot of force to 
press the switch that 
opens the door to 
Warp H. To accomplish 
that you must fall from 
a high platform. It's a 
good thing that the 
glass panels in the 
floors above the switch 
shatter easiiy. 


11 Demon Sword "Nefarious" 

12 Golden Egg 
Icicle Edge 

^ Moiister JEncpuiiters 

Larvae x 3 
Abyss 

f Necro Centipede x 3 

Larvae x 2, Necro Centipede x 2 [ 
m Larvae x 3 

Larvae x 2, Lycurgus 
^ is Larvae x 2, Lycurgus 

Necro Centipede x 2, Wise Sorcerer, 

j (Dark Yellow) 

t Dragon Tyrant 

KlfilBOSS: Brahms . 


gP Dragon Tyrant x 2 

Necro Centipede x 2, Wise Sorcerer, 
(Dark Yellow) 

Lycurgus x 2, Wise Sorcerer, 

I (Dark Yellow) 

m Demon "Zorkreyl" x 4 

J Accused One, Dragon Tyrant 
[ Demon "Zorkreil" x 4 


Demon "Zorkreyl" x 2 
® BOSS: Freya 

Lycurgus x 2, Wise Sorcerer, 
(Dark Yellow) 


Accused One x 2 
Gabriel Celest| ^ 

















































































Section One 


Section One is the most difficult chamber in the Seraphic 

Gate. The monsters here are really hard to beat, and yet, 

they compare in no way to Iseria Queen, the boss of the 

Seraphic Gate. If you can defeat her, then you truly are a Section One 

champion! 


1 Quartz Gem 

2 Wand of Exchange 

3 Lapis Lazuli 
Mj Golden Egg 

iplDainslef 


6 Ether Laser 

7 Tri-Emblem 


ll^ Setkhefre x 2 \ 

0^ Setkhefre 


Carnage Beast x 2 

1 

Disaster Eye, Setkhefre 


Carnage Beast x 2 


01 Carnage Beast 

0 Lich 


1^ Disaster Eye x 3 (or, Giant Lord, Vanir 

(Dark Yellow) x 2) 

/’I 

^ LokI Shade (or. Hamster x 4) 


gj^Dark Valkyrie 


j^BOSS: Iser^ipueeQ 



m Entrance/Exit 
Save 

Warp Point 


‘Match letters on 
Warp Points to 
where they lead 


find 
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Items, Equipment, and 
Artifacts: A Complete Survey 



Weapons 


J 


Valkyrie Profile contains seven varieties of weapons: 
swords, t\^'o-handed swords, pole-arms, katanas, bows, 
scepters, and special weapons. The use of these weapons is 
determined by the character’s class and abilities, with each 
character dedicated to one type of weapon only. 



Weapons are either bought through the Divine Item 
function, or found as spoils in the game’s many dungeons. 
Some of the strongest weapons are either recovered as 
artifacts or created through Transmutation. 

When choosing weapons for your characters, be sure to 
take into account the following: Element-based bonuses, 
number of attacks, attack strength, and trust ratings. 
Element-imbued weapons are usually extremely reliable 
and allow your character to use two or three of his or her 
attacks—very important to pulling off long strings of 
combo attacks. On the other hand, these weapons are 
virtually useless if your opponent is strong against the 
Element the weapon is created from. This puts you at a big 
disadvantage if the opponent in question is a boss. 


Swords J 


Name 

Description 

AH 

AtigdSlofff 

A sword intended to tip the cosmic balance, it has taken the soul of many an angel. 

20,000 

Antler Sword 

A sword that evokes the image of a great stagi antlers. It is coated with a spedal ether coating that makes it impervious to breaking. 

100 

Bastard Sword 

A sword that can be wielded with either one or two hands. 

290 

Beast Slayer 

A sword with incredible power against beasts. It has no ether coating so it must have been forged by humans. 

200 

Broad Sword 

A mkty of long sword. 

130 1 

Colichemarde 

A type of narrow-bladed raim. 

ISO 

Daemon Slayer 

A sword with incredible power against demons. It has no ether coating, so it must have been forged by humans. 

200 

Dainslef 

Its name means god-slayer, but in fact its power iies in the opposite direction. 

8,000 

Damascus Sword 

A steel sword forged by a qxdal method. 

' TOO ] 

Demon Sword "Levantine" 

A nu^kal black sword said to be within the stomach of the drapon, Bloodbane. Its power increases as the life force of its wielder decreases. 

2,200 

Dragon Slater 

A sword with incredible power against dragons, it has no ether coating so it must have been forged by humans. 

200 

Estoc 

A long sword designed for a thrusting attack. 

570 

Faim Fenn 

The former sword of a legendary hero, it is a riddy decorated and sufxddy balanced mmtapleee. 

60 ] 

Falchion 

A wide-bladed curved sword. 

350 

Fhmberg 

A slim sword with a serrated fktme-edge. 

700 

Flare Baselard 

A sword Imbued with the power of fire. 

300 

Clance Reviver 

A sword of the Cods imbued with the power of creation. 

6,000 ; 

Clare Sword 

A sword that has a chance to petrify foes it strikes. 

1,200 

Cram 

A sword unmatched by any other. But it is so powerfui that the wieider wiii fall into darkness. 

2,000 

Holy Sword "Seraphy" 

A sword imbued with the sorrow of mankind over the fate of a fallen angel. 

200 

Ice Coffin 

Imbued with the power of 110, this sword absorbs Ice-based magk attacks and transfers DME to its wieider. 

550 \ 

Icicle Sword 

A sword that has a chance to freeze foes it strikes. 

1,200 

jewelled Blade "Crimrist" 

As its name implies, it is a gaudily fashioned, bejeweied sword whose ferocity belies its beauty. 

100 

Lightning Edge 

A sword whose razor-sharp edge is imbued with the power of lightning. 

70 

Long Sword 

A long steel sword. Made by a simple blacksmith, it is not a weapon to rdy on in a difficult tight. 

98 1 

Magic Blade "Cromrea" 

Its violet blade contains magk crystals that imbue it with unique power. 

1,800 

Moonffax 

A sword forged from a fallen meteorite. 

200 

Pallasch 

A sword that is excellent for either slashing or stabbing. 

200 

Radiance Sword 

Imbued with the power of light, this sword absorbs Holy-based magk attacks and transfers DME to its wieider. 

m } 

Reiter Pallasch 

Equipped with a large knuckle guard, this Pallasch affords the wieider greater defense. 

400 

Ruin's Fate 

A sword with a disturbing name. 

400 

Scarlet Forge 

This blood-red sword is imbued with the power of fire. 

230 

Schweizer-Sword 

A uniqutly designed sword with 1/3 of the sword double-bladed, and the remainder sb^-bladed. 

620 

Sinclair Saber 

A straight-edged saber. 

600 

Slashing Sword "Farewell" 

A sword whose damage increases by 5 percent each time a hit is made, up to a maximum of-i-200 percent. 

320 

Sword of Silvans 

A long ■ word forged from a mysterious metal that flashes a brilliant white in combat. 

800 

VoHiyrie-Favor 

A sword that carries tremendous power when in the presence of Valkyrie. 

1,600 ; 

VUdng Sword 

A great sword of the type wielded by the legendary berserkers. 

70 

Walloon Sword 

Equipped with a iarge knuckle guard, it strengthens the wielder's defense. 

300 

Wassail-Rapier 

A slim-bladed sword. 

1,120 




(vcuiv. eniDc. com 





























































The number of attacks a weapon allows is another 
important factor to consider when equipping your charac¬ 
ters. New weapons appear through Divine Item in 
waves. In even-numbered chapters, you can purchase 
armor upgrades as well as new Element-imbued weapons 
(one per weapon type). In odd-numbered chapters, two 
new weapons per type are available for purchase. Of 
these two new offerings, one weapon will usually have a 
high Attack strength but allows the user only one attack. 
The other, however, usually features a lower Attack 
strength but allows two or three attacks. Which one you 
choose is really a matter of taste. The weapon with the 
higher Attack strength allows for stronger, higher pow- 
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ered attacks, while the other allows 
your character to attack more often, 
filling up the Special Attack Gauge 
more effectively and allowing for 
the use of special attacks. 


HT 


Elemental Effects Other Effects 


K. 000 

1 

210 

- 

The most powerM sword in the game. 

Oxx 

30 

32 

- 


oxx 

50 

48 

— 

6 percent chance of breaking. ^ 

000 

100 

175 

- 

Extremely strong against Beast-type enemies. i 

r no 

20 

26 

— 

6 percent chance ofbaaldng. 

oox 

21 

45 

- 

— 1 -M 

000 

100 

175 

— 

Extremdy strong against Demon-type enemies. 5 percent chance of breaking. 

000 

35 

100 

Holy/Death 


0X0 

5 

82 

— 

3 percent chance of Ixeaking. 

000 

40 

90 

— 

Damage it inflicts changes based on the current DME of the wielder. Damage is equal to 2- Current DME/Max DME. 

. 000 

100 

175 

- 

Extremely strong against Dragon-type enemies. 5 percent chance of breaking. 

xoo 

45 

62 

- 

8 percent chance of breaking. 

boo 

1 

25 

— 

— 

oxx 

37 

40 

— 

5 percent chance of breaking. 

0X0 

35 

53 

— 

4 percent chance of breaking. 

xox 

60 

52 

fire/DMC+50 percent 

5 percent chance of breaking. 

000 

75 

95 

Darkness/Death 

8 percent chance oflnstmHy Uhing eneny, converting part of the enemy's HP into DME for the wielder. 

0X0 

1 

85 

Poison/Death 

5 percent chance of stoning opponents. 

000 

44 

92 

Darkness/Death 

- 

0X0 

45 

75 

HoIy/DMC+ 90 percent 

10 percent chance of doubling the number of Magic Cems that appear. 

boo 

64 

92 

Ice/DMMO percent 

Absorbs Ice-based mpglc attacks and transfers DME to its wielder. 

0X0 

1 

85 

Ice/Death 

5 percent chance of freezing opponents. ””” 

xxo 

1 

30 

Ughtning/Death 

- 

oox 

62 

40 

Lightning/DMC+90 percent Absorbs Lightning-based magic attacks and transfers DME to its wielder. 

oxx 

35 

31 

— 

5 percent chance of breaking. 

0X0 

49 

77 

Darkness/DMC+50 percent 

Reduces the damage from normal attacks by 70 percent, but increases the damage from special attacks by 50 percent. 

0X0 

20 

37 

Holy/DMC+50 percent 

5 percent chance of breaking. 

000 

26 

50 

— 

- 

000 

64 

64 

Holy/DMC+50 percent 

Absorbs Holy-based magk attacks and transfers DME to its wielder. 

000 

16 

82 

— 

— 

oox 

27 

60 

Darkness/DMC+50 percent 

5 percent chance of breaking. 

000 

62 

67 

Fire/DMC+50 percent 

Absorbs Fire-based magic attacks and transfers DME to its wielder. 

0X0 

40 

70 

— 

— 

oxx 

20 

65 

— 

- 

000 

47 

62 

— 

5 percent increase in damage every time a hit is made. Maximum increase is 200 percent. 

000 

30 

75 

Holy/DMC+50 percent 

10 percent chance of paralyzing undead enemies. 

000 

29 

102 

- 

— 

xxo 

7 

27 

- 

- 

oxx 

12 

40 

— 

— 

0X0 

65 

65 

- 

7 percent chance of breeddng. 


>.pjrimcz^czines. 



ITEMS, EQUIPMENT, AND ARTIFACTS: A COMPLETE SURVEY 






































































f ' "’T\vo-Hanclecl Swords } 



Name 

Description 

xn 


Arectaris 

A great sword named after a Fairy King who led thousands of fairies in their war against the demons. 

750 


Bahamut Tear 

A great sword whose name refers to its power to defeat dragons. 

1200 


Brandish-Sword 

A sword made of an orihalcon-alloy. An unusually light and easy-to-wield great sword. 

400 


Brutish-Edge 

A variety of two-handed sword. With its gruesome-looking blade, it is a true killer's sword. 

1,600 


Claymore 

A Scottish two-handed sword. 

800 


Demon Sword "Nefarious" 

A great sword bestowed with a wicked name. It was given this dishonorable name in order to keep its great power at bav. 

13,000 


Elemental Edge 

A great sword imbued with the power of the elements. 

80 


Flamberge 

A great sword with a flame-like serrated edge. A sword as deadly as it is decorative. 

200 


Grand Sting 

Blue flames flicker on and off on the blade of this enchanted great sword, almost as If It's breathing. 

500 


Hack-Blade 

A German-made two-handed sword. 

100 


Ignite Sword 

A great sword imbued with the power of a fiery explosion. 

450 


Infernos 

A great sword imbued with the power of Muspelheim's flames. 

285 


Shadzard 

A great sword that shines with the light of the heavens. Its creator sacrificed his life to imbue it with this power. 

900 


Striking-Sword 

A type of two-handed sword. 

500 


Two-Handed Sword 

A great sword designed to be wielded with two hands. 

80 


Vainslayer 

A sword that cuts through flesh as well as warped spirits. 

270 


Violet Forge 

A great sword whose blade flashes a brilliant violet. 

1,200 


Zweihander 

A type of two-handed sword. 

150 



Pole-Arms J 


Name 

Description 

ATT 


Ahlspiess 

A sjp^ar with ctmiguely long, sharp pe^€dm^tgmligi^d1TitsIen0i^^^^ » . , 



Arc Wind 

A spear whose name means great wind. 

600 


Awl-Pike 

A long, narrow sword blade affixed to a spear shaft. 

100 


Boarding-Pike 

A spear with a slightly shortened shaft to allow it to be wielded in a variety of ways. 

300 


Corsesca 

An evolved form of the Winged Spear. It has large, wing-llke blades flowing out of its sides. 

150 


Crimson Edge 

A spear with a great crimson blade. Legend holds that it was created by the gods for hunting demons. 

1,200 


Dragoon Tyrant 

A spear with special power against dragons. 

300 


Eternal Fault 

A spiral-shaped lance that burns with a black light. It is so powerful that it causes the ground to open up. 

900 

- 

Ethereal Divide 

A spear that can slice through the invisible ether. It shimmers with a brilliant aura. 

3,300 

1 

Fine Halberd 

A finely crafted halberd. 

1,000 

— H 

Footman's Axe 

A long, versatile axe. 

500 


Glaive 

A curved blade affixed atop a stout spear shaft. 

95 


Great Spear "Dinosaur" 

A long, heavy spear with the tooth of a dinosaur affixed to its end. 

3,000 

■^1 

Halberd 

A spear with an axe-like blade on one side and a sharp point on the other. It works well for slashing or thrusting. 

200 


Heart Piercer 

A flickering spear. 

150 


Holy Halberd 

A spear blessed by gods. 

200 


Long Flail 

A flail with several spiked metal balls on chains attached to it. 

250 


Lucerne Hammer 

A variety of war hammer. 

1,100 


Pole-Axe 

An axe with a long shaft like a spear. Carries unsurpassed destructive power. 

600 


Ranseur 

A type of spear with a cross-shaped blade. 

600 


Saber-Halberd 

A halberd with a long saber attached to one end, making it effective for either stabbing or slashing. 

400 


Short Spear 

A spear with a shortened shaft to make it easier to wield. Made by a simple blacksmith, it is not a weapon to rely on in a difficult fight. 

100 


Spear "Basilisk" 

A spear with a 10 percent chance of petrifying the enemy. 

200 

- 1 

Spear "Dark Angel" 

A legendary spear with both negative and positive power. It is said that its power depends upon who wields it. 

65 


Spinning Spear 

Firestorm spear. 

50 


Warhammer 

Hammer designed to overcome even the sturdiest armor. 

300 

— H 

Winged-Spear 

A spear with "wings" protruding from both sides of its blade. Originally, they were to prevent the spear from stabbing 

too deeply but have since become stylized decorations. 

80 
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p. 0X0 

“ 1 

115 

Holy/DMC-^50 percent 

_ 


40 

90 

Lightning/DMC+50 percent 

Raises special attack by 30 percent. 

r 000 

25 

55 

— 

— 

f xxo 

25 

67 

— 

— 

■Erxxo 

22 

57 

— 

— 

W xxo 

25 

90 

Ice/Death 

- 

f 00 0 

32 

40 

Holy/DMC+50 percent 

Raises special attack by 30 percent. 

[ 000 

22 

52 

- 

- 

p xxo 

55 

95 

Lightnlng/DMC+50 percent 

— 

f xxo 

15 

45 

— 

— 

r .oxx 

45 

70 

Fire/DMC+50 percent 

Raises special attack by 30 percent. 

r 000 

45 

70 

Fire/Death 

Reduces the wielder's DME by 3 percent with each attack. 

H~ooo 

70 

72 

Ughtning/Death 

— 

P xxo 

7 

30 

— 

— 

f xox 

15 

45 

- 

- 

r. oox 

55 

57 

Darkness/DMC+50 percent 

5 percent chance of breaking. 

p oxx 

42 

70 

Poison/DMC+50 percent 

Raises special attack by 30 percent 

F oox 

22 

45 
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riw 

40 

70 

- 

_ 

1 doo 

52 

92 

Lightning/DMC+50 percent 

Adds an additional 20CP (Capacity Points) when the wielder levels up. 

f oxx 

24 

30 

— 

— 

^xox 

15 

35 

— 

— 

K 0X0 

22 

35 

- 

- 

f 000 

24 

70 

Fire/DMC+90 percent 

_ 

r 000 

10 

99 

- 

— 

L 000 

82 

92 

Poison/DMC+90 percent 

— 

; boo 

50 

112 

— 

— 

t xox 

30 

62 

- 

1 percent chance of breaking. 

oxx 

29 

50 

- 

5 percent chance of breaking. 

xox 

27 

23 

— 

5 percent chance of breaking. 

"xxo 

68 

75 

- 

- 

boo 

25 

45 

— 

— 

00 0 

37 

62 

lce/DMC+50 percent 

Adds an additional 20CP (Capacity Points) when the wielder levels up. 

000 

45 

65 

Holy/DMC+50 percent 

Adds an additional 20CP (Capacity Points) when the wielder levels up. 

r^xo 

27 

37 

- 

5 percent chance of breaking. 

xxo 

30 

77 

- 

2 percent chance of breaking. 

i ^xox 

30 

55 

- 

- 

xxo 

29 

65 

— 

5 percent chance of breaking. 

f 000 

32 

65 

— 

- 

r oxx 

27 

35 

— 

5 percent chance of breaking. 

^ oox 

21 

52 

- 

10 percent chance of stoning the opponent. 

0X0 

42 

40 

- 

- 

L' 000 

35 

35 

Poison/DMC+50 percent 

Adds an additional 20CP (Capacity Points) when the wielder levels up. 

n oxx 

27 

50 

- 

5 percent chance of breaking. 

xxo 

30 

22 

— 

— 
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( ’' 'Katana J 


Name 

Description 

AH 

Ama-no-murakumo Blade 

A Heavenly Cloud Sword. 

500 

Demon Blade 

A sword said to have been used to battle demons. It has a black blade with a red hilt. 

200 

Dragonbane 

A short sword forged by a powerful ally of the gods. It is weak in destructive power, but it improves the magic ability of its wielder. 600 

Co-shorai Blade 

A sword that is said to have the power to call down lightning. A blue jewel is set in its hilt. 

50 

Kongou-to 

A massive sword, more powerful and huge than the No-dachi. 

600 

Masamune 

A sword unparalleled in lightness and ease of use. 

400 

Muramasa 

A sword that exceeds all others in power. 

1,000 

No-dachi 

A huge, two-handed sword, well over 4 feet long. It is powerful but difficult to wield. 

300 

Scarlet Lotus Sword 

Its vivid red blade makes this sword stand out. It is imbued with the power of fire. 

140 

Seventh Sword 

A unique sword with 7 smaller blades jutting out of the main blade like branches of a tree. 

150 

Shlsen-to 

A sword as huge as the No-dachi, but extremely light. Its name means "Flicker Sword." 

200 

Soul Sword "Kusanagi" 

A sword from the legendary land of Yamato. Its color is said to change depending on the wielder. 

2990 

^achl 

A 3 foot long sword with a tong^ swen^ curve. 

100 

^en-horin Blade 

A sword emblazoned with the emblem of the Phoenix. The hilt is designed to evoke the Phoenix's fiery wings. 

150 

Wa-to 

The most common type of sword from the iegendary country of Yamato. 

70 




'Bows 

J 


Name 

Description 

AH 

Arbalest 

A type of Windlass-Crossbow. 

600 

Berserker Bow 

A bow made famous by slaying a berserker with a single shot. 

2,400 

Bolt-Aqqar 

A crossbow with both speed and power. 

1,200 

Bolt-Crossbow 

An improved variety of the crossbow. 

60 

Composite Bow 

A bow made with a variety of materials for greater strength. 

300 

Cranequin-Crossbow 

A crossbow that loads itself. 

500 

Crescent Arrow 

A bow designed to fire arrows tipped with magical moon crystals. 

150 

Crossbow 

A simple-to-use crossbow that fires a short, wooden shaft at a very high velocity. Its weak point is its slow loading time. 

100 

Elven Bow 

A bow said to have been manufactured by elves. 

700 

Fire-Crossbow 

An improved crossbow that fires explosive-tipped arrows. 

200 

Foul Slayer 

A bow with the power to shoot down flying enemies. 

600 

Last Avenger 

A bow that fires arrows with unerring accuracy. 

400 

Long Bow 

A bow that is longer than the short bow. 

100 

Mage Slayer 

A bow with incredible power against mages. It has no ether coating, so it must have been forged by humans. 

200 

Rapid Bow 

A bow that allows rapid reloading. 

150 

Rapid-Crossbow 

This rapid-fire crossbow doesn't sacrifice power for speed. 

150 

Raven Slayer 

A bow with incredible power against birds. It has an no ether coating so it must have been forged by humans. 

200 

Razor Shaft 

The enemy can't evade the stroke of this bow's razor-sharp arrows. 

3,000 

Serstine-lock-Cun 

A variety of Fire-Crossbow. 

400 

Shiny Rupture 

A bow that fires flashing arrows that carry tremendous destructive force. 

200 

Short Bow 

A small bow. Made by mere humans, it is not to be relied upon in a battle against powerful enemies. 

100 

Soul Slayer 

A bow that converts enemy HP into DME. Lacking ether coating, it must have been forged by humans. 

200 

Supreme Crossbow 

A crossbow made of the finest materials with the finest workmanship. 

50 

Windlass-Crossbow 

An improved crossbow with a crank-loading mechanism that allows it to fire at a greater velocity than the standard crossbow. 150 


Weapon 

Target 

Example 

Beast 5layer 

Beasts 

Chimera, Pongo 

Daemon 5layer 

Demons 

Greater Demon, Inferior 

Dragon Slayer 

Dragons 

Dragon Zombie, Ram Guardian 

Mage Slayer 

Mages 

Necromancer, Wise Sorcerer 

Raven Slayer 

Flying Enemies 

Harpy, Vermin 


VVccipoiis witli Special Properties 
The following weapons have the ability to wreak havoc on specific 
types of enemies. These weapons are found only in dungeons and are 
extremely fragile. If you find one, keep it in your inventory and equip 
it only when you are going up against a monster that is weak to its 
power. These weapons can take out their intended foe in a blow or 
two (or three, depending upon the opponent's level), making them 
I extremely valuable when the target is a boss. 
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00 0 

43 

92 

lce/DMC+50 pmoit 

Reduces the wielder's 5^^ Attack Cmige tv 1. 

000 

48 

67 

Poison/DMC+50 percent 

Reduces the wielder's Spedal Attack Gauge by 1. 

XXX 

1 

1 

— 

Can only be used by sorcerers. 

0X0 

40 

40 

Lightning/DMC+50 percent 

Reduces the wielder's Special Attack Cauge by 1. 

tr xxo 

5 

70 

— 

— 

F 000 

27 

75 

- 

_ 

-r 

27 

77 

- 

- 

xox 

20 

60 

— 

— 

t 00X 

10 

50 

Fire/DMC+50 percent 

_ 

f OK 0 

20 

46 

- 

- 

000 

37 

60 

— 

— 

000 

40 

90 

Holy/Death 

- 

T xox 

30 

37 

— 

— 

F 00 0 

41 

66 

Fire/DMC+50 percent 

Reduces the wielder's Special Attack Cauge by 1. 

oxx 

20 

45 

— 

— 

123 

AT 

HT 

Elemental Effects 

Other Effects 

oxx 

45 

60 

- 

— 

xxo 

1 

112 

Poison/DMC+50 percent 

_ 

oxx 

52 

62 

- 

_ 

xox 

32 

37 

— 

— 

oox 

50 

40 

— 

5 percent chance of breaking. 

000 

55 

65 

— 

5 percent chance of breaking. 

^ 000 

22 

65 

Ughtning/DMC+50 percent 

— 

xxo 

22 

22 

— 

— 

ooo 

67 

135 

— 

_ 

00 0 

1 

40 

_ 

_ 

_000 

1 

100 

- 

- 

000 

22 

95 

Fire/DMC+50 percent 

— 

. oox 

45 

27 

- 

5 percent chance of breaking. 

^ 000 

100 

175 

— 

Extremely strong against Mage-type enemies. 5 percent chance of breaking. 

oox 

45 

32 

- 

5 percent chance of breaking. 

oox 

22 

40 

- 

— 

000 

100 

175 

— 

Extremdy Orong against Flying-type enemies. 5 percent chance of breaking. 

000 

30 

105 

- 

- 

000 

12 

65 

— 

— 

000 

22 

70 

Poison/DMC+50 percent 

- 

oox 

45 

22 

— 

5 percent chance of breaking. 

000 

100 

175 

— 

10 percent of the damage inflicted upon the enemy is converted into DME. 5 percent chance of breaking. 

000 

22 

35 

Holy/DMC+50 percent 

— 

000 

22 

40 

- 

- 
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Name 

Description 

AH 

Absolute Force 

A wand that is as powerful as its name denotes. 

600 

Accepter Rod 

A rod that communicates with unseen beings in the natural world and transmits their power to the wielder. 

400 

Alchemy Wand 

A wand fashioned in the image of a fairy. 

500 

Crystal Wand 

A wand with a crystai set in its tip. Pulsating with 7 different colors, it is quite beautiful. 

250 

Deluge Scepter 

A wand inscribed with the emblem of a crashing wave. 

1,000 

Element Scepter 

A wand imbued with the power of the elements. Allows its wielder to perform great magic, but it cannot long endure the powers it wields. 

300 

Ether Scepter 

A wand imbued with the power of ether. Allows its wielder to perform great magic, but it cannot long endure the powers it wields. 

1600 

Holy Prayer 

A wand that amplifies the prayers of its wielder and transmits them to the gods. 

200 

Holy Wand "Adverftia" 

Said to have been carried by a hoiy man during the coming of the Messiah, it is undecorated and has a simpie dignity. 

750 

Holy Wand of Telos 

A wand that is said to grant uniimited magic power to its wielder. 

9,920 

Infinity Rod 

Mystina's beloved magic wand. Decorated with gems on its tip, it allows its wielder to perform great magic. 

880 

Lumineferous Wand 

A light-emitting wand. 

0 

Noble Desire 

A wand that greatly enhances the wielder's magical power by synchronizing with their spiritual essence. 

1200 

Ruby Mace 

A wand with a ruby red, pulsating gem set in its tip. 

120 

Unicorn's Horn 

A unicorn horn that has been turned into a magician's wand. Aiiows the wielder to perform feats of great magic. 

1,300 

Wand "Mystic Sage" 

A wand that grants wisdom upon its wielder. 

8,500 

Wand of Apocalypse 

A wand in the shape of a great serpent. It's extremely evil, but it conveys great power to Its wielder. 

1,750 _ 

f^^'^Special Weapons J 


Name 

Description 

AH 

Bloody-Duster 

A tool that further increases the ppwv of the Yamj^ie lord, Brahms. 

8,000 

Bloody-Knuckle 

Knuckles favored by the Vampire lord, Brahms. 

1,500 

Ether Freeze 

A weapon created by the Goddess Freya from some invisible material. It appears to enhance magic power, but its true shape is unknown. 

300 

Ether Laser 

A tool that further increases the power of the Goddess freya. It is invisible, so its true form is unknown. 

7800 


miCT and Other Equipment J 

In Valkyrie Profile you will find many different types of < i 

armor, helms, and accessories that are guaranteed to make 
your journey easier. New armor, helms, gauntlets, and 
greaves arrive in Divine Item at the start of every even- 
numbered chapter. New accessories in the form of 
Decorations and Possessions appear on the Divine Item list 
at the start of every chapter. 

Unlike weapons, choosing how to armor your characters 
is easy. Each character class is restricted to a certain type 
of armor, with the exception of Valkyrie, who has many 
choices. Be sure to check the defense properties and choose 
things that are likely to defend your characters the best. 


Each character is limited to wearing two Decorations 
and three Possessions. You are likely to find many more 
interesting Decorations than Possessions, so be sure to 
choose them wisely. This is especially important in the 
case of Valkyrie because many of the accessories in the 
game are specifically designed for her use only. 
Recommended accessories include: Angel Curio, 
Treasure Search, (Jem of Activity, Gem of fCreation, 
Mighty Check, Earring of Healing, Ring of Learning, 
Coin of Fortune, and Dimension Slip. 
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XXX 

1 

_ 


XXX 

1 

- 


XXX 

1 

— 


XXX 1 

1 1 

- 


’ xTx i 

f 1 

— 


XXX ] 

1 1 

Can perform Big Magic. 50 percent chance of breaking. 


XXX 1 

f 1 

Can perform Big Magic. 30 percent chance of breaking. 


XXX 1 

1 1 

- 


'XXX 1 

f 1 

— 


XXX 1 

f so 

— 


XXX 1 

1 1 

Can perform Big Magic. 10 percent chance of breaking. 


1 XXX 1 

f 50 

— 


“ XXX ] 

f 7 

— 


XXX 1 

f 7 

— 


XXX 1 

f 7 

Can perform Big Magic. 


XXX 1 

f 7 

Can perform Big Magic. 


r XXX 1 

f 7 

Can perform Big Magic. 
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t 000 

32 

125 

Used by Brahms 

I oxx 

40 

100 

Used by Brahms only. 

XOX 

70 

100 

Used by Freya only. 

000 

3 

215 

Used by Freya only. 
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Armor J 


Name 

Description Reduce Damage 

AeaeaCdrh' 



Anointed Cloak 

A cloak anointed with holv water. 

2S0 

Anointed Garb 

A cloth qarment purified bv the power of the qods. 

600 

Armor of Aleph 

The bane of the undead Genevieve, this armor has the power to almost completely seal off Poison-based attacks. 

2,000 

Breastplate 

Metal armor that covers the chest. 

320 

Chainmail 

Armor made from linked metal chains. 

100 

Cloak 

A cloth cloak coated with an ether coating, rendering it indestructible. 

30 

Cuirass 

An iron breastplate. It is covered with an ether coating that renders it indestructible. 

50 

Dhrlnlty Garb 

Battle armor containing the power of the gods. 

1,000 

Duel Armor 

A steel breastplate. 

300 

Eternal Garb 

A divine garment that protects its wearer from danger with inscribed runes of protection. 

3,000 

Eternal Shine 

A garment that shines with an otherworldy light. 

10 

Full Plate 

Metal armor that covers the entire body. 

820 

Heraldic Garb 

Battle armor emblazoned with emblems. 

120 

Lamellar 

Armor made of metal plates sewn onto leather. 

320 

Leather Armor 

Simple leather armor. 

100 

Miraae Robe 

A robe that creates a mirage to help its wearer evade attack. 

400 

Mithril Plate 

Mithril full-body armor. 

1600 

Radiant Garb 

Battle armor imbued with the power of light. 

350 

Reflect Armor 

Armor whose true power has already been lost. It is still a thing of beauty to behold. 

1,500 

Robe of Bryttain 

A garment from the enchanted Isle of Bryttain, it carries the prayers of thousands of souls within its woven body. 

1400 

Robe of Elbereth 

The robe of the Star Goddess, Elbereth. 

0 

Seraphic Garb 

Battle armor blessed with the fortune of the gods. 

1,700 

Silver Cloak 

A cloak with silver threads woven into it to increase its strength. 

70 

Silver Cuirass 

A silver breastplate. 

100 

Silver Mail 

Chainmail forged from silver. 

820 

Silver Plate 

Silver full-body armor. 

1,600 

Supreme Garb 

A cloth garment imbued with magic. 

1,200 

Svlphan Robe 

A garment blessed by the spirits of the foresl. iff has the power to protect against Dark attacks. 

1,800 

Valiant Armor 

An armor of incredible strength. Allows its wearer to face even the most powerful foes. 

1,500 

Valor Armor 

A beautifully crafted breastplate fit to be worn by the greatest of heroes. 

800 

_ 



Helms and Circlets J 


Name 

Description Reduce Damaae 

Aerial Garland 

A hat naMd after the spirits of the air. 

40 

Anointed Garland 

A hair adornment blessed by the gods. 

16 

Anointed Tiara 

A jeweled tiara anointed with holy water. 

8 

Crown of Felmar 

A crown named after its owner, it has no other particularly unique qualities. 

2 

Draaoon Faith 

A helmet formed in the shape of a dragon. It appears to have been made for ceremonial purposes but the details are unclear. 

200 

Duel Helm 

A full helm that entirely covers the wearer's head. Inscribed with an image of the Goddess of Death. 

20 

Empress Garland 

A tiara given to the Goddess Freya by Odin the All-Father. It signifies her status as a Goddess of the 2nd rank. 

100 

Feathered Helm 

Helmet decorated with white feathers. 

10 

Feathered Tiara 

A tiara decorated with white feathers. 

5 

Handwoven Bandana 

The bandana Badrach received from his sister. 

5 

Mask of the Dead Kinq 

A mask worn by the mad king, Akhetamen. 

100 

Rust-Red Circlet 

A rusty, red circlet of iron. 

20 

Sallet 

A helmet that protects the weam with nose and chin guards. It Is covered with an ether coating that renders it Indestructible. 

5 

Seraphic Garland 

A hat decorated with beautiful feathers. 

80 

Silver Sallet 

Sallet forged from silver. 

10 

Silver Tiara 

A jeweled tiara made of silver. 

4 

Supreme Garland 

A finely crafted hair adornment imbued with powerful moofe. 

24 

Tiara 

A richly jeweled crown covered with an ether coating that renders it indestructible. 

2 

Tiara of the Holy Empress 

A tiara worn by an Empress who was revered greatly by the people. A truly beautiful object. 

15 

Valiant Helm 

A type of full helm. Strongest of all helms that can be created. 

80 

Valor Helm 

A type of full helm. A mighty helm that is fit for the greatest of heroes. 

40 

WInaed Helm 

A helmet shaped like the wings of an angel. 

20 
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Defend Trust 

Elemental Effects 

Wearer 





" VoMvrie only 


[ 

1 


Sorcerers 


1 

30 


Sorcerers 



192 

Poison/DMC-90 percent 

Swordsman, Archer 


1 

22 

— 

Swordsman. Archer 



1 

— 

Swordsman, Archer 


■ 

1 

FIre/DMC-SO percent 

Sorcerers 



1 

— 

Swordsman, Archer 



90 

Llahtnlna/DMC-SO percent 

Valkyrie only 



22 

_ 

Swordsman, Archer 



280 

LiqhtninQ/DMC-90 percent 

Sorcerers 



101 

_ 

Freya only 



72 

_ 

Swordsman. Archer 



1 

Poison/DMC-SO percent 

Valkyrie only 



2 

_ 

Swordsman, Archer 



1 

_ 

Swordsman, Archer 


1 

10 

Poison/DMC-90 percent 

Sorcerers 


_ 

ISO 

HoIy/DMC- 90 percent 

Swordsman, Archer 



23 

Holy/DMC-SO percent 

Valkyrie only 



ISO 

HoIy/DMC- 90 percent 

Swordsman, Archer 


', 

140 

HoIy/DMC- 90 percent 

Female Sorcerers only 


n 

1 

— 

Sorcerers 



160 

Ice/DMC-SO percent 

Valkyrie only 



1 

Fire/DMC-SO percent 

Sorcerers 


1 

6 

— 

Swordsman, Archer 



S2 

_ 

Swordsman. Archer 



130 

_ 

Swordsman, Archer 



90 

_ 

Sorcerers 



180 

Darkness/DMC-90 percent 

Sorcerers 



144 

_ 

Swordsman, Archer 



73 

_ 

Swordsman. Archer 


Defend Trust 

Elemental Effects 

Wearer 



4 

Pobon/DMGSO percent 

Valkyrie oidy 



1 

— 

Sorcerers 



1 

- 

Sorcerers 



1 

Darkness/DMC-SO percent 

No limit 



20 

LIphtning/DMC-SO percent 

Swordsmen, Archers 



2 

— 

Swordsmen, Archers 



10 

— 

Freya only 



1 

Ice/DMC-SO percent 

Valkyrie only 


ft 

1 

Fire/DMC-SO percent 

Valkyrie only 



1 

HoIy/DMC-SO percent 

Male Swordsmen/Archers only. 



10 

HolY/Weak Point 

No limit 



2 

HoIy/DMG-SO percent 

Sorcerers 



1 

_ 

Swordsmen, Archers 



8 

HoIy/DMC-SO percent 

Valkyrie only 



1 

— 

Swordsmen, Archers 



1 

— 

Sorcerers 



2 

— 

Sorcerers 



1 

- 

Sorcerers 



1 

Darkness/DMC-SO percent 

Female Sorcerers only 



8 

— 

Swordsmen, Archers 



4 

_ 

Swordsmen, Archers 



2 

Lightninq/DMC-SO percent 

Valkyrie only 
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Gauntlets 


3 



Name Description _ _ _ Reduce Damage 


Blaze Guard 

Gauntlets that reduce fire damage. Counterattacks by shooting fire at enemy. 

0 


Duel Gauntlet 

A gauntlet forged from steel. 

20 


Extreme Guard 

Gauntlets studded with Fire Gems. Counterattacks by shooting flame at enemies. 

0 


Gauntlet 

A heavy, iron glove designed to protect the hand. It is covered with an ether coating that renders it indestructible. 

5 


Glare Guard 

Gauntlets that reduce darkness damage. Counterattacks by shooting dark light at enemy, which has a chance of petrifvina them. 

0 

j 

Icicle Guard 

Gauntlets that reduce ice damage. Counterattacks by shooting ice at enemy, which has a chance of freezing them. 

0 


Silver Gauntlet 

A gauntlet forged from silver. 

10 


Star Guard 

Gauntlets studded with jewels containing the power of the stars. Counterattacks by firing multiple beams of light at enemies. 

0 


Valiant Gauntlet 

A gauntlet with unmatched protective power. Allows its wearer to face even the most fearsome foes. 

80 

J 

Valor Gauntlet 

A finely crafted gauntlet suitable for a hero. 

40 



Greaves _J 

Name _ Description 


Name 

Description 


Reduce Damage 

Duet Credves 

fteefUig^fl^.^ 



Elven Boots 

Light boots said to have been crafted by elves. 


20 

Greaves 

Iron leg armor. It is covered with an ether coating that renders it indestructible. 

2 

Leather Boots 

Stiff leather boots. 


1 

Orihalcon Boots 

Boots created by the Goddess Freya for her own use. They are made with Orihalcon, a mysterious o/tov that give them the abllltv to float. 10 

Silver Greaves 

Silver leg armor. 


4 

Suede Boots 

Soft, comfortable boots made of brushed leather. 


S 

Valiant Greaves 

Leg armor with unmatched protective power. Allows its wearer to face even the most fearsome foes. 

32 

Valor Greaves 

A findy crafted kg armor suitable for a hero. 


16 



f ’Decorations 


Name 

Description 

Angel Curio 

A small angel statue that automatically heals holder of unconscious status. Chance of breaking: 30 percent. 

Bracelet of Basilisk 

An armband inscribed with the mythical Basilisk. Reduces Poison damage by 90%. 

Bracelet of Zoe 

An armband named after a beautiful maiden, it enhances life force. Raises DME by 300 when the wearer's level goes up. 

Brisingal 

A necklace that brings disaster upon its wearer. However, the Goddess Freya imbued it with her own power to supplement its negative enerav. 

Combo Jewel 

A jewel that increases Special Attack Gauge by 2. 

Crack Ring 

A ring that raises hit power and makes it easier to perform a Guard Crush. 

Curse Check 

A charm that renders user invulnerable to Curse. 

Earring of Healing 

An earring that restores 10 percent DME per turn. 

Emerald Necklace 

A necklace of emeralds that shines with a glorious greenish-blue light Increases CP by 100 when the wearer's level goes up. 

Energy Ring 

A ring that raises Special Attack Gauge by 2. 

Fairy Earring 

An earrings that reduce CT (Charge Turn) by 1. However, CT will not go below 1. 

Fairy Ring 

A ring that reduces CT by 2. However, CT will not go below 1. 

Freeze Check 

A charm that renders the user invulnerable to Freeze. 

Gem of Activity 

A gem that increases chance of fire stones appearing by SO percent and increases their number by 3. 

Gem of Creation 

A gem that increases chance of magic gems appearing by 50 percent and increases their number by 3. 

Goddess Pendant 

A pendant decorated with the Battle-Maiden's image. 

Haste Ring 

A ring that reduces CT by 1. However, it will not reduce CT below 1. 

Magic Bangle 

An armband that raises magic attack by 30 percent of base value. 

Magic Charm 

A charm that renders user invulnerable to magic damage. A chance of breaking: 25 percent. 

Material Earring 

An earring that raises maximum DME by 15 percent. 

Material Gem 

A gem that raises maximum DME by 30 percent. 

Mighty Check 

A charm that renders user invulnerable to abnormal statuses. 

Nibelungen Ring 

A ring bestowed upon Valkyrie by Odin, showing his faith in her. If it is removed, Valkyrie's evaluation value is reduced. 

It may have other powers or compensations. 

Paralyze Check 

A charm that renders user invulnerable to Paralyze. 
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Defend Trust _ Elemental Effects _ Wearer 


B” ?5 

.Fire/PMC-50mmm. 

No limit 


— 

Swordsmen, Archers 

r 20 

Fire/DMC -50 percent 

No limit 

r 10 

— 

Swordsmen, Archers 

fc.. IS 

Darkness/DMC -50 patent 

No limit 

15 

Ice/DMC -50 percent 

No limit 

[ n 

— 

Swordsmen, Archers 

20 

Holy/DMC -50 percent 

Swordsmen, Archers 

■T: 30 

— 

Swordsmen, Archers 

r 2. 

— 

Swordsmen, Archers 


Defend Trust 

Elemental Effects 

Wearer 

1 

— 

Swordsmen, Archers 

2 

Ice/DMC -SO percent 

Sorcerers 

1 

— 

No limit 

1 

— 

Sorcerers 

1 

— 

Freya only 

1 

— 

Swordsmen, Archers 

1 

Ice/DMC -50 percent 

Sorcerers 

3 

— 

Swordsmen, Archers 

1 

— 

Swordsmen, Archers 


Name 

Description 

Poison Check 

Reduces Poison damage by 50%. 

Power Bangle 

An armband that raises physical attack by 30 percent of base value. Physical attack refers to damage caused by a body or weapon. 

Pressed Flower 

A pressed flower made by Asaka. 

Protect Charm 

A charm that renders user invulnerable to physical damage. Chance of breaking: 30 percent. Physical damage 
also includes abnormal status attacks. 

Protect Jewel 

A jewel that raises RDM (Reduce Damage) by 30 percent of base value. 

Resist Charm 

A charm that renders user invulnerable to abnormal status. Chance of breaking: 25 percent. 

Resist jewel 

A jewel that raises R5T (Magic Resist) by 30 percent of base value. 

Ring of Healing 

A ring that restores 5 percent DME per turn. 

Ring of Learning 

A ring that increases amount of experience gained by 30 percent. 

Scout Orb 

An orb that reduces the chance of an enemy attacking first by half. 

Stone Check 

A charm that renders user invulnerable to Petrify. 

Stun Check 

A charm that renders user invulnerable to Faint. 

Timer Ring 

A ring imprinted with the symbol for time. When it is eguipped, the enemy's speed is halved. Only Valkyrie can eguip it. 

Tri-Emblem 

An emblem Inscribed with 3 triangles. Reduces Fire damage by 90%. 
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Name Description 


Amber of Happiness A sweet piece of amber. One small lick and the taster is overcome by a feeling of hapf^ness. Used in Asgard. 

Angel Lips _ Red rouge that improves one's ability to negotiate with others. Used in Asgard. _ 

Coin of Fortune _ A gold coin that grants good luck to its holder. _ 

Creation Gem _ A gem that is used to transmute divinely created items. It can be equipped and used by Valkyrie. _ 

Creation jewel _ A gem that is used to transmute divmely created items. Greater and more pomtM items can be created. It can be equipped and used ^ Vfalwfe 

Demonic Tome _ An illustrated tome containing information about demons. Used in Asgard. _ 

Dimension Slip _ A ring that shifts its wearer into another dimension. When equipped, there will be no encounters. Only Valkyrie can equip it. _ 

Enemy Search _ A ring that warns its wearer of the presence of enemies. When equipped, a red mark appears. Oniy Valkyrie can equip it. _ 

Flame Bandana _ A bandana emblazoned with the symbol of fire. Imparts the wearer with courage. Used in Asgard. _ 

Malice Search _ A ring that warns its wearer of danger. When equipped, enemies with wicked intent flash red. Only Valkyrie can equip it. _ 

Mirror of Pieiades A mirror that repelied the power of the witches during the Pleiades War. Has SO percent chance of reflecting and doubling a spell's 

_ damage back upon its caster. _ 

Monster Tome _ An encyclopedia containing information about all of the monsters in existence. Used in Asgard. _ 

Pearl of Karula _ A milk-white jewel fashioned as a protective charm for fishermen. It is said to protect the holder from drowning. Used in Asgard. 

Phoenix Feather _ A feather from the legendary Phoenix. Automatically cures holder of unconscious status. Chance of breaking: 10 percent _ 

Rabbit's Foot _ An amulet that is said to imbue the holder with good luck. Used in Asgard. _ 

Shell of Laliu When placed to the ear, this shell transmits the sound of crashing waves. For some reason, hearing this improves the listener's powers 

_ of perception. Used in Asgard. ___ 

Skull of Devone _ A skull ornament fashioned by a witch from the bones of an undead creature. It is said to Impart knowledge of undead creatures. 

Sleipnir's Mane _ Rumored to have been cut from the mane of Odin's 8-legged seed, Sleipnir. Used in Asgard. _ 

Teachings of Bethanus A book of teachings from the great prophet, Bethanus. It teaches all who read it the value of life. Used in Asgard. _ 

Timer Ring _ A ring imprinted with the symbol for time. When it is equipped, the enemy's speed is halved. Only Valkyrie can equip it. _ 

Kgp Search When equipped, informs its wearer of treasure chest conditions. Red = trap. Yellow = easily breakable. Only Valk^ can equip it. 

^i'easure Search A ring that warns the wearer of the presence of treasure. When equipped a blue mark appears. Only Valkyrie can equip it. 



Usable Items 


J 


Because you cannot cast spells while you’re not in battle, items such as Union Plumes, Elixers, and Banish potions play 
an important role in the success of your quest. But restoratives are not the only type of items found in Valkyrie Profile. 
You can find crystals and gems that allow non-magic users to cast spells in battle as well as grimoires full of new spells 
and skills for your Einherjar. 


'Potions 


Name 

Description 

Agua Vitae 

A potion supposedly created by a wise sage. However, the wise sage was actually an Impostor and the potion has no effect. 

Banish 

A potion that cures abnormal conditions (Poison, Faint, Freeze, and Paralyze). It is the weakest potion of its kind and 
doesn't cure Stoned and Cursed. 

Burgundy Flask 

A burgundy-colored drink. Its ingredients are a mystery but its taste is an unqualified success. It is a treat for the senses. 

Charge Break 

A potion that uses 30 percent of user's DME to reduce CT (Charge Time) to 0. Useful when immediate action is needed. 

Combo Potion 

A potion that increases Special Attack Gauge by S. Effects last for 2 turns. 

Elixir 

A potion that restores DME. Restores 50 percent of maximum DME. 

Holy Drop 

A drink that raises the user's abilities. Improves 5TR, INT, DEX, and ACL. 

Holy Water 

Water consecrated and purified in a holy ceremony. Useful in repelling demons. 

Invisibility Potion 

A foul and evil drug created by a small, foolish man. It has no value. 

Lucid Potion 

A potion that prevents user from being targeted by rendering them transparent. Lasts for 5 turns. Any attack behavior 
on the part of the user immediately negates its effect. 

Material Potion 

A potion that strengthens material essence. Raises DME by 100. 

Might Potion 

A potion that raises attack power by 50 percent of base value. Effects last for 2 turns. 

Nectar Potion 

A potion that shields user from abnormal status. Lasts for 2 turns. Potion only protects, doesn't cure. 
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Name 

Description 


Noble Banish 

A potion that cures abnormal status of all 4 party members including Valkyrie. Cures Poison, Paralyze, Faint, 

Freeze, Stoned, and Cursed conditions. 


Noble Elixir 

A potion that restores lost DME of all 4 party members including Valkyrie. Restores 99 percent of maximum DME. 


Prime Banish 

A potion that cures Stoned and Cursed conditions. It works only on these conditions and doesn't cure Poison, Faint, 

Freeze, and Paralyze. 


Prime Elixir 

A potion that restores lost DME. Restores 99 percent of maximum DME. 


Secure Potion 

A potion that prevents user from fainting. Lasts for 2 turns. It will not cure Faint status, only prevent it. 


Skill Potion 

A potion that raises CP (Capacity Points) by 20. 


Union Plume 

A feather that revives characters from unconsciousness. Actually gathers the 3 life elements (Material, Astral, and Mental) 

from within the Valkyrie and reconstitutes them. 



(^'''Grimoires ) 

Name 

Description 

Adept Illusion 

Allows characters to learn the skill "Adept Illusion." 

Attack Pow 

Allows characters to learn the skill "Attack Power." 

Auto Item 

Allows characters to learn the skill "Auto Item." 

Avoid 

Allows characters to learn the skill "Avoid." 

Book of Everlasting Life A vulgar book written by a small, foolish 
man. It has no value. 

Book of Riddles (U8) 

Eight books containing an enigmatic message. 

Charge 

Allows characters to learn the skill "Charge." 

Combo Counter 

Allows characters to learn the skill "Combo Counter." 

Concentration 

Allows characters to learn the skill "Concentration." 

Cure Condition 

Allows characters to learn the skill "Cure Condition." 

Dampen Magic 

A scroll that allows you to memorize “Dampen Magic." 

Dancing Sword 

Allows characters to learn the skill “Dancing Sword ." 

Dark 

Allows characters to learn the skill "Dark." 

Dark Savior 

A scroll that allows you to memorize "Dark Savior." 

Darkness Arrow 

Allows characters to learn the skill "Darkness Arrow." 

Defend 

Allows characters to learn the skill "Defend." 

False Arrow 

Allows characters to learn the skill "False Arrow." 

fire Lance 

A scroll that allows you to memorize "Fire Lance." 

Fire Storm 

A scroll that allows you to memorize "Fire Storm." 

Frigid Damsel 

A scroll that allows you to memorize "Frigid Damsel." 

Guard Reinforce 

A scroll that allows you to memorize "Guard Reinforce." 

Cuts 

Allows characters to learn the skill "Cuts." 

Heal 

A scroll that allows you to memorize "Heal." 

Hit 

Allows characters to learn the skill "Hit." 

Icicle Edge 

A scroll that allows you to memorize "Icicle Edge." 

Invoke Feather 

A scroll that allows you to memorize "Invoke Feather." 

Last Trial 

Allows characters to learn the skill "Last Trial." 

Lightning Bolt 

A scroll that allows you to memorize "Lightning Bolt." 

Magk Pow 

Allows characters to learn the skill "Magk Power." 

Mental Reaction 

Allows characters to learn the skill "Mental Reaction." 



Name 

Description 

Might Reinforce 

A scroll that allows you to memorize "Might Reinforce." ‘ 

Mystic Cross 

A scroll that allows you to memorize "Mystic Cross." 

Noise Arrow 

Allows characters to learn the skill "Noise Arrow." 

Normalize 

A scroll that allows you to memorize "Normalize." 

Poison Blow 

A scroll that allows you to memorize "Poison Blow." 

Prismatic Missile 

A scroll that allows you to memorize "Prismatic Missile ." 

Reflect Sorcery 

A scroll that allows you to memorize "Reflect Sorcery." 

Resist Damage 

Allows characters to learn the skill "Resist Damage." 

Resist Magk 

Allows characters to learn the skill "Resist Magk." 

Reverie 

Allows characters to learn the skill "Reverie." 

Sacred javelin 

A scroll that allows you to memorize "Sacred javelin." 

Sap Guard 

A scroll that allows you to memorize "Sap Guard." 

Sap Power 

A scroll that allows you to memorize "Sap Power." 

Scarlet Edge 

Allows characters to learn the skill "Scarlet Edge." 

Shadow Servant 

A scroll that allows you to memorize "Shadow Servant." 

Shield Critical 

A scroll that allows you to memorize "Shield Critical." 

Slanting Rain 

Allows characters to learn the skill "Slanting Rain ." 

Spell Reinforce 

A scroll that allows you to memorize "Spell Reinforce." 

Splash 

Allows characters to learn the skill "Splash." 

Steal Magic 

Allows characters to learn the skill "Steal Magic." 

Stone Torch 

A scroll that allows you to memorize "Stone Torch." 

Strike Edge 

Allows characters to learn the skill "Strike Edge." 

Stun Magic 

Allows characters to learn the skill "Stun Magk." 

Teachings of Asa 

A book discussing how feeble and powerless a single 
person's life is. It's nothing but self-righteous blather. 

Throw 

Allows characters to learn the skill "Throw ." 

Tome of Alchemy 

A book detailing the secrets of Alchemy. It has the power to 
eliminate all enemies and transform them into magk gems. 

Trick Step 

Allows characters to learn the skill “Trick Step." 

Triple Distress 

Allows characters to learn the skill "Triple Distress." 

Wait Reaction 

Allows characters to learn the skill "Wait Reaction." 
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^ other Items 


Name 

Description 

Accursed Flame Cem 

A gem created by the great dragon, Fafnir. Imbued with its power through a magic ceremony, but it appears that its 
crystal is somewhat damaged. 

Aconite 

An extreme^ pdsxuMam herb. It is apparmttV used in dt^^'l ceremonies. 

Ambrosia 

The fruit from the legendary Tree of Life. Raises maximum DME by 6,000. 

Base Metal 

Some type of metal that rusts easily in the air. Perhaps lead or zinc. 

Basilisk Scale 

A single scale from a Basilisk. 

Beast's Fangs 

The fang from some type of monster. 

Broken Armor 

During its lifetime, this armor saved its wearers on countless occasions. It is now broken and beyond repair. 

Broken Blade 

A long sword that was broken by rough handling. Rusted and stained from much blood-soaking. 

Broken Bow 

A broken bow that has seen one too many battles. Completely broken and useless. 

Broken Spear 

A broken spear that has seen one too many battles. Congifettdy broken and useless. 

Citrine 

A crystal that is normally clear, but has turned yellow due to some impurity. For some reason, it is highly valued in the Underworld. 

Ebony Powder 

A beautiful black powder created by grinding down black pearls. 

Eye of Heaven 

A gem that enables the user to see areas of the current dungeon that they have not yet visited. 

Feather 

A feather from an unknown bird. 

Flame Jewel 

A jewel that has a flame burning within it. Sometimes an angel can be seen within the flame. 

Flare Crystal 

This crystal releases a fire attack on all enemies. 

Flare Cem 

When used, this gem releases a magic fire attack. 

Foxglove 

An herb that conveys courage upon its user. If overdosed, it can be i^^nous. 

Fresh Meat 

Some type of raw fish. 

Cem of Illusion 

A gem that allows spectacles to be used without limit. 

Chou! Powder 

A drug created through research into dark magic. Robs the user's soul and transforms him or her into a monster. 

Colden Egg 

A golden that raadotnly raises STIt, INT, DEX, and ACL. 

Holy Crystal 

This crystal releases a holy attack on all enemies. 

Holy Cem 

When used, this gem releases a magic holy attack. 

Holy Relic 

Foolish people mistook a mere dead body for a god and so "created" this false relic. 

Holy Water of Mithra 

Holy water that causes 100,000 paints of dppipap to the undead. 

Hourglass of the Cods 

An hourglass wrought by the gods. It has the power to reverse time up to 5 periods in the past 

Ice Crystal 

This crystal releases a ice attack on all enemies. 

Ice Cem 

When used, this gem releases a magic ice attack. 

Incense Burner of Darlis 

By using this incense burner and the entire pgif/'s maximum DME is raised by WO. However, meditation r&juires 2 full periods. 

Iron Ore 

A large nugget of iron ore. 

Iron-Barred Key 

Iron key. It must fit a door somewhere . 

Lapis Lazari 

Increases MP by 200. 

Mandrake 

A plant that resembles the face of an old woman. If you pluck Its lovely flowers, it gives off a horrible wailing cry that 
drives any who hear it insane. 

Mithril Ore 

A magical metal that is unsurpassed in strength and lightness. 

Neckless Doll 

A doll with its head completely smashed. Perhaps its owner suffered a similar fate. 

Nightshade 

An herb that causes illusions. Apparently, it is used in ma^ic ceremonies. 

Orihalcon 

A magical alloy with unsurpassed defensive povpp. 

Poison Crystal 

This crystal releases a poison attack on all enemies. 

Poison Cem 

When used, this gem releases a magic poison attack. 

Quartz Cem 

Increases CP by 20. 

Raptor's Claw 

The talon from some typt of predattky bird. 

Raw Meat 

A scrap of raw meat. It would be dangerous to eat it. 

Sage 

A type of herb. It has long been used as a drug in the belief that it contributes to longevity. 

Savory 

An herb that gives off a refreshing smell. Has the power to purify a user's body. 

Shadow Crystal 

This aysfal releases a darkness attack on all enemies. 

Shadow Cem 

When used, this gem releases a magk darkness attack. 

Spectacles 

Crystal spectacles that allow the user to "see" an enemy's abilities and weak points. The enemy's material and astral 
dimensions are analyzed and communicated to Valkyrie. 

Thunder Crystal 

This crystal releases a lightning attack on all enemies. 

thunder Cem 

When used, this gem releases a attack. .- - ■ ‘ 

Unicorn Horn 

The horn of a unicorn. 

Vegetable Seed 

Some type of plant seed. 

Wand of Exchange 

A mysterious wand that allows the wielder to change the party's formation. 
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Artifacts 



When recovering Artifacts, the big decision is whether to keep them or return them to Odin, as 
is recommended. Keeping an Artifact costs you five Evaluation points and those can add up 
after a w hile, causing you to lose the game in a most spectacular way. Instead, use the infor¬ 
mation in this chapter to help you decide w hether or not the Artifact in question is truly w orth 
the loss of points. .Artifacts with additional information covered in previous tables are noted. 


Name 

Description 

Other Information 

Accursed Flame Cem 

A gem created by the great dragon, Fafnir. 

See Items Section 

Arectaris 

A great sword named after a Fairy King. 

See Two-Handed Swords Section 

Armor of Aleph 

The bane of the undead Genevieve. 

See Armor Section. 

Bark of the Dryad 

The bark from a tree inhabited by Dryads. 

Transmute into Dimension Slip 

Berserker Bow 

A bow made famous by slaying a berserker. 

See Bows Section 

Bewitching Statue 

The statue of a beautiful, seductive woman. 

Transmute into Unicorn Horn 

Bracelet of Basilisk 

An armband inscribed with the mythical Basilisk. 

See Decorations Section 

Bracelet of Zoe 

An armband named after a beautiful maiden, it enhances life force. 

See Decorations Section 

Coin of Fortune 

A gold coin that grants good luck. 

See Possessions Section 

Crown of Felmar 

A crown named after its owner. 

See Helms Section 

Dragoon Faith 

A helmet formed in the shape of a dragon. 

See Helms Section 

Dragoon Tyrant 

A spear with special power against dragons. 

See Spears Section 

Elven Bow 

A bow said to have been manufactured by elves. 

See Bows Section 

Emerald Necklace 

A necklace of emeralds that shines with a glorious greenish-blue light. 

See Decorations Section 

Eternal Lamp 

A small flame that burns for all of eternity. Even unequipped, it prevents all allies from being frozen. 

_ 

Extreme Guard 

Gauntlets studded with Fire Gems. 

See Gauntlets Section 

Faim Fenn 

the former sword of a legendary hero. 

See Swords section. 

Fairy Bottle 

A bottle created by a sorceress with extremely bad taste. 

Transmute into Orihalcon 

Gargoyle Statue 

An extremely unpleasant-looking statue of a gargoyle. 

Transmute into Angel Curio 

Golden Fowl 

A unique bird that lays several golden eggs each chapter. 

— 

Grand Sting 

Blue flames flicker on and off on the blade of this enchanted great sword. 

See Two-Handed Swords Section 

Harp of Atrasia 

A harp carried by the holy woman, Atrasia. 

— 

Holy Grail 

It can be drunk from but once each chapter, and it raises the STR, INT, DEX, and AGL of the drinker. 

Transmute into Bracelet of Zoe 

Holy Sword "Seraphy" 

A sword imbued with the sorrow of mankind over the fate of a fallen angel. 

See Swords Section. 

Holy Wand "Adventia" 

Said to have been carried by a holy man during the coming of the Messiah. 

See Scepters Section 

Holy Water of Mithra 

Holy water that is powerful against the undead. 

See Items Section 

Hourglass of the Gods 

An hourglass wrought by the gods, it has the power to reverse time. 

See Items Section 

Incense Burner of Darlis 

this burner allows a powerful meditation with benefits for all. 

See Items Section 

Infernos 

A great sword imbued with the power of Muspelheim's flames. 

See Two-Handed Swords Section 

Inscribed Fragment 

A fragment with some kind of important matters inscribed upon it. 

Transmute into Trap Search 

jewelled Blade "Grimrist" A bejeweled sword. 

See Swords section. 

Manual of Resurrection 

An Ancient tome containing the Secret of Life. However, it is written in a code language 

that makes it difficult to understand. 

Transmute into Orihalcon 

Mask of the Dead King 

A mask worn by the mad king, Akhetamen. 

See Helms Section 

Mirage Robe 

A robe that creates a mirage to help its wearer evade attack. 

See Robes Section 

Mirror of Pleiades 

A mirror that repelled the power of witches during the Pleiades War. Has SO percent chance 

of reflecting and doubling a spell's damage back upon its caster. 

Transmute into Incense Burner 
of Darlis 

Phoenix Feather 

A feather from the legendary Phoenix. 

See Possessions Section 

Reflect Armor 

A beautiful set of armor. 

See Armor Section. 

RIchebourg 

A drink made by the God of Grapes, Bacchus. It refreshes the spirit as well as the pallet. 

— 

Robe of Bryttain 

A garment from the enchanted isle of Bryttain. 

See Robes Section 

Ruby Music Box 

A music box carved from a single ruby, just looking inside it makes one feel good. 

— 

Rust-Red Circlet 

A rusty, red circlet of iron. 

See Helms Section 

Scarlet Lotus Sword 

Its vivid red blade makes this sword stand out. 

See Katana Section 

Scroll of Golem 

Instructions for creating a Golem. 

— 

Sealed Box 

A small, mysteriously sealed box. Impossible to open, its contents remain a mystery. 

Transmute into Noble Elixir 

Secret of Damascus 

A book containing the secrets for creating Damascus steel. 

Transmute into Fairy Earring 

Secrets of Zolon 

The secret writings of Zoion the Sage. 

— 

Shadzard 

A great sword that shines with the light of the heavens. 

See Two-Handed Swords Section 

Slashing Sword "Farewell" A sword whose name matches Its purpose. 

See Swords Section. 

Spear "Basilisk" 

A spear that petrifies the enemy. 

See Spears Section 

Spear "Dark Angel" 

A legendary spear with both negative and positive powers. 

See Spears Section 

Star Guard 

Gauntlets studded with jewels containing the power of the stars. 

See Gauntlets Section 

Tear of the Cosmos 

A crystal that sparkles like the countless stars in the night sky. 

Transmute into Holy Water of Mithra 

Tiara of the Holy Empress A tiara worn by a Holy Empress. 

See Helms Section 

Unicorn's Horn 

A unicorn horn that has been turned into a magician's wand. 

See Scepters Section 
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The Magic of Transmutation 

One of the options under the Use Item option on the Gamp 
menu is the enigmatic Transmutate. This option allows you 
to magically transform items into something hopefully 
more useful—and all for the measly sum of five MP. The 
catch is this: not all things can be transformed and not all 
transformations are positive. On the other hand, transmu¬ 
tation is the only way to get several skills and several 
powerful weapons and pieces of equipment. 

There are three levels of transmutation accessible in the 
game. The lowest level is the default level available at the 
start of the game. This allow's you to do many basic trans¬ 
formations, including turning one spell book into another 
(e.g., P'ire Storm to Fire Lance and vice versa), one type of 
gem to another (Thunder Gem to Poison Gem), broken 
blades to swords, ingredient vials into potions, etc.,... 

Mid- and high level transmutation requires the use of two 
specific items. To enable midlevel transmutation, you must 
seek out the Creation Gem in the Tower of Lezard Valeth. 
Once Valkyrie has equipped it, you’ll find that new items 
are eligible for transmutation and old items can be turned 


into different items. For example. Fire spells can be turned 
into Ice spells, etc. 

High-level transmutation requires the use of the 
Creation Jewel. While not found in the game, you create 
this item from a very rare ore called Orihalcon. You can 
buy this in Chapter 6 for a huge sum (1,000,000 MP), or 
you can use the Creation Gem to turn the artifacts Fairy 
Bottle and/or the Manual of Resurrection into this desir¬ 
able ore. Regardless, once you have a piece of Orihalcon 
you can transform it into the Creation Jewel using the 
Creation Gem. 

High-level transmutation covers fewer items than the 
other two levels, but allows you to create items found 
nowhere else in the game. For example, you can turn the 
skill book. Dark, into the skill. Reverie; Stun Magic 
becomes Steal Magic, Broken Armor becomes a Glare 
Sword, Holy Relics and Books of Everlasting Life turn 
into Icicle Swords, and Orihalcon becomes the wonder 
sword. Gram. 

Use the table below to determine how best to transform 
the items in your inventory, and remember that you can 
switch between transmutation levels simply by equipping 
or unequipping the Creation Gem and Creation Jewel. 


Item Name 

Basic Transmutation 

With Creation Gem 

With Creation Jewel 


Aconite 

Flare Crystal 

Flare Crystal 

_ 


Adept Illusion 

Dancing Sword 

— 

_ 


Ahlspiess 

Poison Crystal 

Poison Crystal 

Poison Crystal 


Alchemy Wand 

Shadow Crystal 

Shadow Crystal 

Shadow Crystal 


Antler Sword 

Flare Cem 

Flare Cem 

Flare Cem 


Aqua Vitae 

Quartz Gem 

Icicle Guard 

— 


Arbalest 

Holy Crystal 

Holy Crystal 

Holy Crystal 


Attack Pow 

Defend 

— 

— 


Auto Item 

Cure Condition 

— 

— 


Avoid 

Cuts 

— 

— 


Awl-Pike 

Poison Cem 

Poison Cem 

Poison Cem 


Bark of the Dryad 

— 

Dimension Slip 

— 


Base Metal 

Ebony Powder 

Crack fdng 

Cem of Illusion 


Basilisk Scale 

Union Plume 

Union Plume 

Union Plume 


Beast's Fangs 

Holy Crystal 

Holy Crystal 

— 


Bewitching Statue 

Cem of Activity 

False Arrow 

Unicorn's Horn 


Boarding-Pike 

Poison Cem 

Poison Cem 

Poison Cem 


Bolt-Aqqar 

Holy Crystal 

Holy Crystal 

Holy Crystal 


Bolt-Crossbow 

Holy Cem 

Holy Cem 

Holy Cem 


Book of Everlasting Life 

— 

Lapis Lazuli 

Icicle Sword 


Brandish-Sword 

Thunder Crystal 

Thunder Crystal 

Thunder Crystal 


Broken Armor 

Chainmail 

Breastplate 

Clare Sword 


Broken Blade 

Broad Sword 

Bastard Sword 

Clare Guard 


Broken Bow 

Long Bow 

Rapid Bow 

Cranequin-Crossbow 


Broken Spear 

Claive 

Warhammer 

Crimson Edge 


Brutish-Edge 

Thunder Crystal 

Thunder Crystal 

Thunder Crystal 


Burgundy Flask 

Shadow Crystal 

Shadow Crystal 

— 


Charge 

Strike Edge 

— 

— 


Citrine 

Lapis Lazuli 

Quartz Cem 

Quartz Cem 


Claymore 

Thunder Crystal 

Thunder Crystal 

Thunder Crystal 


Colichemarde 

Flare Cem 

Flare Cem 

Flare Cem 


Combo Counter 

Slanting Rain 

— 

— 


Concentration 

— 

— 

Mental Reaction 


Corsesca 

Poison Cem 

Poison Cem 

Poison Cem 


Crossbow 

Holy Cem 

Holy Cem 

Holy Cem 
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Basic Transmutation 

With Creation Gem 
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With Creation Jewel 

Oysto/ Wand 

Shadow Cem 

Shadow Cem 

Shadow Cem 

Cure Condition 

Auto Item 

— 

— 

Dampen Magic 

Sap Power 

— 

— 

Dancing Sword 

Adept Illusion 

— 

— 

Dark 

— 

— 

Reverie 

Dark Savior 

Shadow Servant 

Sacred javelin 

— 

Darkness Arrow 

— 

— 

False Arrow 

Defend 

Attack Pow 

— 

— 

Deluge Scepter 

Shadow Crystal 

Shadow Crystal 

Shadow Crystal 

Ebony Powder 

Skill Potion 

Skill Potion 

Material Potion 

Element Scepter 

Tome of Alchemy 

Tome of Alchemy 

Tome of Alchemy 

Ether Scepter 

Tome of Alchemy 

Tome of Alchemy 

Tome of Alchemy 

faby Bottle 

Cem of Creation 

Orihalcon 

Cem of Illusion 

False Arrow 

— 

— 

Darkness Arrow 

Feather 

Elixir 

Prime Banish 

Nobie Elixir 

Fire Lance 

Fire Storm 

Icicle Edge 

— 

Fire Storm 

Fire Lance 

Frigid Damsel 

— 

Fire-Crossbow 

Holy Crystal 

Holy Crystal 

Holy Crystal 

Flamberge 

Thunder Crystal 

Thunder Crystal 

Thunder Crystal 

Flare Crystal 

Ice Crystal 

Ice Crystal 

Ice Crystal 

Flare Cem 

Ice Cem 

Ice Cem 

Flare Crystal 

foxglove 

Union Plume 

Union Plume 

Union Plume 

Fresh Meat 

Banish 

Prime Elixir 

Noble Banish 

Frigid Damsel 

Icicle Edge 

Fire Storm 

— 

Gargoyle Statue 

Angel Curio 

Angel Curio 

Angel Curio 

Choul Powder 

Ice Crystal 

Ice Crystal 

— 

Golden Egg 

Bracelet of Zoe 

— 

— 

Guard Reinforce 

Spell Reinforce 

— 

— 

Guts 

Avoid 

— 

— 

Hack-Blade 

Thunder Cem 

Thunder Cem 

Thunder Cem 

Halberd 

Poison Crystal 

Poison Crystal 

Poison Crystal 

Heal 

Normalize 

— 

— 

Hit 

Magic Pow 

— 

— 

Holy Crystal 

Shadow Crystal 

Shadow Crystal 

Shadow Crystal 

Holy Gem 

Shadow Cem 

Shadow Cem 

Holy Crystal 

Holy Grail 

Bracelet of Zoe 

— 

— 

Holy Relic 

— 

Quartz Cem 

Icicle Sword 

Hofy Water 

Lapis Lazuli 

Blaze Guard 

— 

Ice Crystal 

Thunder Crystal 

Thunder Crystal 

Thunder Crystal 

Ice Gem 

Thunder Cem 

Thunder Cem 

Ice Cem 

Icicle Edge 

Frigid Damsel 

Fire Lance 

— 

Incense Burner of Darlis 

Mirror of Pleiades 

— 

— 

Inscribed Fragment 

Trap Search 

Trap Search 

Trap Search 

Invisibility Potion 

Lucid Potion 

Lucid Potion 

Lucid Potion 

Invoke Feather 

Shield Critical 

— 

— 

Iron Ore 

Ebony Powder 

Energy Ring 

— 

Kongou-to 

Ice Crystal 

Ice Crystal 

ice Crystal 

Lapis Lazari 

Enemy Search 

— 

Last Trial 

Last Trial 

— 

— 

Resist Damage 

Lightning Bolt 

Prismatic Missile 

Poison Blow 

— 

Magic Pow 

Hit 

— 

_ 

Mandrake 

Thunder Crystal 

Thunder Crystal 

_ 

Manual of Resurrection 

— 

Orihalcon 

— 

Masamune 

Ice Crystal 

Ice Crystal 

Ice Crystal 

Mental Reaction 

— 

— 

Magic Pow 

Mirage Robe 

Bracelet of Zoe 

— 

— 

Mirror of Pleiades 

Incense Burner of Darlis 

— 

— 

Mithril Ore 

Earring of Healing 

Ring of Healing 

Ring of Learning 

Muramasa 

ice Crystal 

Ice Crystal 

Ice Crystal 

Mystic Cross 

Sacred javelin 

Shadow Servant 

— 

Neckless Doll 

Scout Orb 

Haste Ring 

Cem of Creation 

fbghtshade 

Combo Potion 

Combo Potion 

Combo Potion 
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Item Name 

Basic Transmutation 

With Creation Gem 

With Creation jewel 


No-dachi 

Ice Cem 

Ice Cem 

Ice Cem 


Noise Arrow 

Wait Reaction 

— 

_ 


Normalize 

Heal 

— 

_ 


Orihalcon 

— 

Creation jewel 

Cram 


Pallasch 

Flare Crystal 

Flare Crystal 

Flare Crystal 


Poison Blow 

Stone Torch 

Lightning Bolt 

_ 


Poison Crystal 

Holy Crystal 

Holy Crystal 

Holy Crystal 


Poison Cem 

Holy Cem 

Holy Cem 

Poison Crystal 


Pole-Axe 

Poison Crystal 

Poison Crystal 

Poison Crystal 


Prismatic Missile 

Lightning Bolt 

Stone Torch 

— 


Quartz Cem 

Malice Search 

— 

Scarlet Edge 


Rapid-Crossbow 

Holy Cem 

Holy Cem 

Holy Cem 


Raptor's Claw 

Poison Crystal 

Poison Crystal 

— 


Raw Meat 

Elixir 

Prime Banish 

Noble Elixir 


Reflect Sorcery 

Dampen Magic 

— 

_ 


Reiter Pallasch 

Flare Crystal 

Flare Crystal 

Flare Crystal 


Resist Damage 

— 

— 

Triple Distress 


Resist Magic 

— 

— 

Noise Arrow 


Reverie 

— 

— 

Dark 


Ruby Mace 

Shadow Cem 

Shadow Cem 

Shadow Cem 


Saber-Halberd 

Poison Crystal 

Poison Crystal 

Poison Crystal 


Sacred javelin 

Mystic Cross 

Dark Savior 

_ 


Sage 

Banish 

Prime Elixir 

Noble Banish 


Sap Guard 

Dampen Magic 

— 

_ 


Sap Pow 

Sap Guard 

— 

_ 

~ 

Savory 

Banish 

Prime Elixir 

Noble Banish 


Scarlet Edge 

— 

— 

Charge 


Schweizer Sword 

Flare Crystal 

Flare Crystal 

Flare Crystal 


Sealed Box 

Noble Elixir 

Noble Elixir 

Noble Elixir 


Secret of Damascus 

Fairy Earring 

Fairy Earring 

Fairy Earring 


Serstine-lock Cun 

Holy Crystal 

Holy Crystal 

Holy Crystal 


Seventh Sword 

Ice Cem 

Ice Cem 

Ice Cem 


Shadow Crystal 

Flare Crystal 

Flare Crystal 

Flare Crystal 


Shadow Cem 

Flare Cem 

Flare Cem 

Shadow Crystal 


Shadow Servant 

Dark Savior 

Mystic Cross 

_ 


Shield Critical 

Invoke Feather 

— 

_ 


Shisen-to 

Ice Crystal 

Ice Crystal 

Ice Crystal 


Sinclair Saber 

Flare Crystal 

Flare Crystal 

Flare Crystal 


Slanting Rain 

Combo Counter 

— 

— 


Spell Reinforce 

Reflect Sorcery 

— 

— 


Splash 

Throw 

— 

— 


Steal Magic 

— 

— 

Stun Magic 


Stone Torch 

Poison Blow 

Prismatic Missile 

— 


Strike Edge 

Scarlet Edge 

— 

_ 


Striking-Sword 

Thunder Cem 

Thunder Cem 

Thunder Cem 


Stun Magic 

— 

— 

Steal Magk 


Tachi 

Ice Cem 

Ice Cem 

Ice Cem 


Teachings of Asa 

Lapis Lazuli 

— 

_ 


Tear of the Cosmos 

— 

— 

Holy Water of Mithra 


Throw 

Splash 

— 

_ 


Thunder Crystal 

Poison Crystal 

Poison Crystal 

Poison Crystal 


Thunder Cem 

Poison Cem 

Poison Gem 

Thunder Crystal 


Trick Step 

Noise Arrow 

— 

— 


Triple Distress 

— 

— 

Last Trial 


Two-Handed Sword 

Thunder Cem 

Thunder Cem 

Thunder Cem 


Unicorn Horn 

— 

— 

Unicorn's Horn 


Vegetable Seed 

Elixir 

Prime Banish 

Noble Elixir 


Viking Sword 

Flare Cem 

Flare Cem 

Flare Cem 


Wait Reaction 

Trick Step 

— 

— 


Walloon Sword 

Flare Cem 

Flare Cem 

Flare Cem 


Wa-to 

Ice Cem 

Ice Cem 

Ice Cem 


Windlass-Crossbow 

Holy Cem 

Holy Cem 

Holy Cem 


Winged-Spear 

Poison Cem 

Poison Cem 

Poison Cem 


Zweihander 

Thunder Cem 

Thunder Cem 

Thunder Cem 
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The Bestiary 


Enemies of Midgard 


The following table contains information about all of the monsters 
and enemy units found within the main game of Valkyrie Profile. 


Name 

HP 

Weakness** 

Easy* 

Normal* 

Hard* 

Appearance 

Items Dropped 

^khetamen 

130,000 

Holy 

— 

— 

140,000 

Tombs of Amenti 

RingofHea^ 

^gent Knight 

18,000 

N/A 

— 

— 

3,500 

Arianrod Labyrinth 

Cranequin-Crossbow, Mithril Plate 

Banshee 

400 

N/A 

1,350 

450 

185 

Dragoncastle Caverns, 

Cave of Oblivion 3, 5, 6, 7 

Frigid Damsel, Fire Storm 

Barbarossa 

62,700 

N/A 

0 

0 

0 

Lost City of Dipan 

N/A 

^silisk 

22,000 

Beast 

— 

— 

2,800 

Tombs of Amenti, 

Cave of Oblivion 7 

Basilisk Scale, Mandrake 

Beetle Giant 

5,000 

Ice 

3,450 

1,150 

805 

Citadel of Flame, 

Cave of Oblivion 1,2, 3 

Aconite, Nightshade 

Blood Sucker 

4,000 

N/A 

2,400 

800 

560 

Tower of Lezard Valeth, 

Cave of Oblivion 2,5, 6, 7 

Ghoul Powder, Raptor's Claw 

Bloodbane 

222,000 

N/A 

600,000 

200,000 

140,000 

fotunheim Palace, Asgard Hill 

Angel Curio 

fl^ackish Muck 

7,000 

N/A 

4,200 

1,400 

840 

Arkdain Ruins 

Base Metal, Burgundy Flask 

Brahms 

52,000 

N/A 

— 

0 

0 

Brahms Castle 

N/A 

Bream Giant 

18,400 

Poison, Holy 

— 

— 

840 

5unken 5hrine 

Normalize, Mystic Cross 

Charon 

52,000 

N/A 

— 

62,000 

43,400 

Asgard Hill 

Spell Reinforce, Sap Guard 

H^mera 

20,000 

Beast 

— 

18,000 

12,600 

Clockwork Mansion 

Bracelet of Zoe 

j^katrice 

50,000 

Fire, Beast 

150,000 

50,000 

35,000 

Forest of Spirits 

Feather 

Corrosive Vine 

7,000 

Fire 

9,000 

3,000 

2,100 

Forest of Spirits 

Vegetable Seed, Savory 

Corsair Beetle 

3,600 

Fire 

6,000 

2,000 

1,400 

Forest of Spirits 

Burgundy Flask, Beast's Fangs 

Prob Giant 

1,000 

Fire 

1,800 

600 

420 

Cave of Thackus, Cave of Oblivion 1,3 

Fresh Meat, Broken Bow 

Crustacean Monster 

14,300 

Fire 

7,350 

2,450 

1,715 

Forest of Spirits 

WassaMapier 

Crying Soul 

3,650 

N/A 

— 

— 

560 

Dark Tower of Xervah 

Fire Storm, Lightning Bolt 

Current Fish 

1,300 

Fire 

435 

145 

— 

Dragoncastle Caverns, 

Cave of Oblivion 3,5, 6, 7 

Fresh Meat, Beast's Fangs 

(Park Lord 

415,000 

Holy 


— 

210,000 

Arianrod Labyrinth 

Ma^c Blade Xromea" 

Dark Pudding 

9,200 

N/A 

— 

3,500 

2,450 

Palace of the Dragon, 

Cave of Oblivion 3, 5 

Broken Blade, Broken Bow 

Dark Sorceress 

18,700 

Poison, Demon 

— 

— 

2,240 

Arianrod Labyrinth 

Invoke Feather, Heal 

Demon "Vallan" 

70,000 

Demon 

— 

— 

10,500 

Arianrod Labyrinth 

Mithril Ore 

§)efnon "Wiead" 

55,700 

Demon 

— 

51,500 

36,050 

Arianrod Labyrinth, Cave of Oblivion 6 

Ghoul Powder, Nightshade 

Demon Servant 

2,000 

Demon 

— 

1,000 

700 

Brahms Castle 

Chainmail, Falchion 

Demonic Baron 

42,000 

N/A 

— 

— 

14,000 

Celestial Castle 

Quartz Gem 

Dragon Servant 

500 

Ice, Dragon 

900 

300 

210 

Artolian Mountain Ruins, 

Forest of Woe, Solde Catacombs, 

Cave of Oblivion 1, 3,5 

Chainmail, Broad Sword 

IDragon Zombie (Blue) 

i 

24,000 

Lightning, Dragon 

30,000 

10,000 

7,000 

Tower of Lezard Valeth, 

Cave of Oblivion 4,5, 6, 7 

Broken Spear, Broken Armor 

Dragon Zombie (Dark Red) 

15,000 

Holy, Dragon 

30,000 

10,000 

7,000 

Cave of Thackus, 

Cave of Oblivion 3, 4,5, 6, 7 

Aconite, Mithril Ore 

Dragon Zombie (Dark Yellow) 

13,400 

Holy, Fire, Lightning, 
Dragon 

18,000 

6,000 

4,200 

Nethov Swamp, Oddrock Caves, 

Cave of Oblivion 3,4 

Neckless Doll, Broken Armor 

Dragonewt 

20,000 

Dragon 

- 

3,100 

2,170 

Palace of the Dragon, 

Cave of Oblivion 2, 3,5, 6 

Broken Spear, Broken Armor 

pragon-Tooth Warrior (Red) 

15,000 

Holy, Dragon 

10,800 

3,600 

2,520 

Black Dream Tower, Tower of 

Lezard Valeth, Cave of Oblivion 1-7 

Breastplate, Rapid Bow 

Dragon-Tooth Warrior (White) 

14,000 

Dragon 

7,500 

2,500 

1,750 

Tower of Lezard Valeth, 

Cave of Oblivion 4 

N/A 

Drow Shaman 

1,000 

Mage 

1,500 

500 

350 

Solde Catacombs, Gorhla Cult HQ, 
Oddrock Caves, Cave of Oblivion 1 

Sap Power 

Dullahan 

35,000 

N/A 

- 

- 

22,400 

Tombs of Amenti 

Broken Hade, Broken Armor 


t 
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Appearance 

Items Dropped 

Name 

HP 

Weakness** 

Easy* Normal* 

Hard* 

\Dullahan Lord 

40,000 

N/A 

— 

120,000 

84,000 

Palace of the Dragon 

Broken Spear, Broken Bow 

Gyne 

18,000 

Mage 

3,000 

1,000 

700 

Lost Cky of IHpan 

Noble Elixir 

Elder Vampire 

4,800 

N/A 

3,000 

1,000 

700 

Artolian Mountain Ruins 

Aqua Vitae 

Eternal Chimera 

40,000 

Beast 

— 

24,000 

16,800 

Palace of the Dragon 

Shield Critical, Prismatic Missile 

1 Evil Eye 

24,900 

N/A 

80,100 

26,700 

18,690 

Lost City of Dipan, 

Neckless Doll, Invisibility Potion 







Cave of Oblivion 1, 2, 6,8 


Fatal dimmer 

9,200 

Darkness 

12,600 

4,200 

2940 

Tower of Lezard Valeth, 

Shadow Servant, Poison Blow 







Cave of Oblivion 1,2, 3,5, 6 


Fenrir 

250,000 

Fire 

— 

250,000 

175,000 

Asgard Hill 

Ambrosia 

Figment (Blue) 

650 

N/A 

960 

320 

224 

Nethov Swamp, Salerno Academy 

, Fire Storm, Fire Lance 







Cave of Oblivion 1, 2, 3, 5, 6 


‘FliiitKat(Red) 

3,S00 

Ice 

— 

— 

686 

Citadel of Flame, Cave of Oblivion 2 Fire Lance, Sap Guard 

Fire Elemental (Blue, Big) 

36,000 

Ice 

— 

— 

31,500 

Citadel of Flame 

Bracelet of Zoe 

Fire Elemental (Blue, Small) 

15,200 

Ice 

3,900 

1,300 

910 

Citadel of Flame, 

Sap Power, Lightning Bolt 

Fire Elemental (Red, Big) 

52,000 

Ice 

— 

25,000 

17,500 

Asgard Hill 

Spell Reinforce, Sap Guard 

• Fire Elemental (Red, Small) 

6,000 

Ice 

— 

— 

483 

Dark Toyye/ of Xeryah 

Sap Guard, Sap Power 

Forager 

44,000 

Beast 

— 

— 

28,000 

Celestial Castle 

Cranequin-Crossbow 

Freya 

360,000 

N/A 

0 

0 

0 

Event 

N/A 

Candar 

35,000 

N/A 

— 

0 

0 

Palace of the Dragon 

N/A 

Dallas 

18,000 

Mage 

3,000 

1,000 

700 

Lost Cfy of (Him 

Noble Banish 

Gelatinous Ooze 

7,500 

N/A 

— 

— 

1,022 

Citadel of Flame, Cave of Oblivion 2 

! Foxglove, Iron Ore 

Genevieve 

10,000 

N/A 

0 

0 

0 

Crell Monferaigne 

N/A 

Genevieve 

188,800 

N/A 

- 

— 

140,000 

Celestial Castle 

Ether Scepter 

Ghost 

600 

N/A 

480 

160 

112 

Artolian Mountain Ruins, 

Leather Armor, Long Sword 







Forest of Woe, Solde Catacombs, 








Cave of Oblivion 1 


Ghoul 

2,000 

N/A 

0 

0 

0 

Opening 

N/A 

Giant Squid 

42,600 

Holy, Poison 

— 

8,000 

5,600 

Sunken Shrine, Cave of Oblivion 2, 8 Fresh Meat, Savory 

Gill-Man 

15,300 

Poison 

— 

— 

980 

Sunken Shrine, Cave of Oblivion 1,2 Composite Bow, Silver Mail 

Grave Mist 

2,500 

N/A 

2,400 

800 

560 

Black Dream Tower, 

Sap Guard, Sap Power 







Cave of Oblivion 1, 2, 3, 5, 6, 7 


Greater Demon 

22,000 

Demon 

— 

13,000 

9,100 

Oddrock Caves 

Poison Blow 

Grey Bones 

27,000 

Dragon 

- 

8,000 

5,600 

Palace of the Dragon, Celestial 

Damascus Sword, 







Castle, Cave of Oblivion 4 

Lucerne Hammer 

Harpy (Black) 

22,000 

Fire, Flying 

11,200 

5,600 

3,920 

Lost City of Dipan, Cave 

Prismatic Missile, Poison Blow 







of Oblivion 1, 2, 4, 6, 7, 8 


Harpy (Blue) 

6,000 

Flying 

7,800 

2,600 

1,820 

Black bream Tower, Cave of Thackus, Invoke Feather, Rapid Bow 







Cave of Oblivion 1, 3, 4, 7, 8 


Harpy (Gold) 

23,000 

Ice, Flying 

30,000 

10,000 

7,000 

Forest of Spirits, Cave of Oblivion 4,8 Dark Savior, Reflect Sorcery 

Harpy (Green) 

12,000 

Fire, Poison, Flying 

30,000 

10,000 

7,000 

Salerno Academy, Cave of Oblivion 4,8 Bracelet of Zoe 

Harpy (Purple) 

30,000 

Flying 

— 

25,000 

17,500 

Celestial Castle, Cave of Oblivion 2, 3,5 Base Metal, Nightshade 

Haunt 

62,000 

Holy 

150,000 

50,000 

35,000 

Celestial Castle, Cave of Oblivion 5, 6 Sacred Javelin, Heal 

Hell Gaze 

20,000 

N/A 

93,000 

31,000 

21,700 

Arianrod Labyrinth, Cave of Oblivion 8 Shield Critical, Reflect Sorcery 

Hell Servant 

22,000 

N/A 

60,000 

- 

14,000 

Dark Tower of Xervah, 

Dampen Magic 







Cave of Oblivion 8 


Hrist 

12,000 

N/A 

— 

0 

0 

Weeping Lily Meadow 

N/A 

Inferior 

4,900 

Holy, Darkness, 

— 

— 

455 

Dark Tower of Xervah, Celestial 

Breastplate, Long Flail 



Poison, Demon 




Castle, Cave of Oblivion 3, 5, 6 


Inferior Eye 

40,000 

N/A 

48,000 

24,000 

16,800 

Sunken Shrine, Cave of 

Sacred javelin. Raw Meat 







Oblivion 1,2,5, 7, 8 


Insane Yeti 

5,200 

Fire, Beast 

2,100 

700 

— 

Forest of Woe 

Ebony Powder 

Iron Golem 

20,000 

N/A 

— 

— 

14,000 

Dark Tower of Xervah 

Burgundy Flask, Raptor's Claw 

nPBKraken 

64,000 

N/A 

120,000 

40,000 

— 

Cave of Oblivion 8 

Dragoon Faith 

IQng Squid 

64,000 

N/A 

12,000 

40,000 

— 

Cave of Oblivion 8 

Fresh Meat 

Knight Fiend 

2,500 

N/A 

1,560 

520 

364 

Gorhia Cult HQ, Oddrock Caves, 

Warhammer, Falchion 







Cave of Oblivion 1, 3, 6 





(vajoj. enix. com 

























































Name 

HP 

Weakness** 

Easv* 

Normal* 

Hard* 

Appearance 

Items Dropped 

Kraken 

24,000 

Fire 

72,000 

24,000 

16,800 

Cave of Thackus, 

Cave of Oblivion 8 

Dampen Magic 

Lesser Demon 

2,400 

Demon 

1,950 

650 

455 

Black Dream Tower, 

Dark Tower of Xervah, 

Cave of Oblivion 1,2,5,6,7 

Bastard Sword, Lamellar 

Lesser Dragon 

9,000 

Holy, Lightning, 
Poison, Dragon 

15,000 

5,000 

— 

Dragoncastle Caverns 

Holy Water 

Lesser Harpy 

600 

— 

0 

0 

0 

Opening 

N/A 

Lesser Vampire (Black) 

2,500 

N/A 

2,100 

700 

490 

GorhlaCultHQ,Oddrock 

Caves, Brahms Castle, 

Cave of Oblivion 1,2,3, 6 

Broken Blade, Broken Spear 

Lesser Vampire (Blue) 

400 

N/A 

450 

150 

105 

Artolian Mountain Ruins, 

Forest of Woe, Solde Catacombs, 
Gorhia Cult HQ, Oddrock Caves, 

Cave of Oblivion 1, 3, 6 

Vegetable Seed, Sage 

Lezard Valeth 

10,000 

N/A 

— 

0 

0 

Tower of Lezard Valeth 

N/A 

Life Stealer 

25,700 

Lightning 

5,360 

2,680 

1,876 

Lost City of Dipan, 

Cave of Oblivion 1,2, 6, 7 

Aconite, Raptor's Claw 

j Lizardman 

15,000 

Holy, Dragon 

9,000 

3,000 

2,100 

Tombs of Amenti, 

Cave of Oblivion 1,2, 6, 7 

Silver Chain, Wassail Rapier 

Loki 

400,000 

N/A 

— 

0 

0 

Asgard Hill 

N/A 

Lambert 

600 

— 

0 

0 

0 

Opening 

N/A 

Lyseria 

12,000 

N/A 

— 

— 

0 

Arkdain Ruins 

N/A 

^MageLord 

12,000 

Poison, Mage 

12,000 

4,000 

2,800 

Palace of the Dragon, Celestial 

Castle, Cave of Oblivion 2, 3, 5, 6 

Dampen Magic, Might 

Reinforce 

Mandragora 

52,500 

Fire 

12,000 

4,000 

2,800 

Forest of Spirits, Celestial Castle, 

Cave of Oblivion 7 

Shield Critical, Dampen Magic 

Manticore 

13,000 

Beast 

19,500 

6,500 

4,550 

Tower of Lezard Valeth, 

Cave of Oblivion 7 

Broken Blade, Broken Bow 

Mantrap Plant 

1,800 

Darkness, Fire 

1,590 

530 

371 

Nethov Swamp, Salerno Academy, 
Cave of Oblivion 2, 3,5 

Vegetable Seed, Beast’s Fangs 

i'Mind Fbiyer 

54,900 

N/A 

_ 

53,000 

37,100 

AsgatdHHI 

Haste Ring 

Mire Creeper 

2,200 

N/A 

2,970 

990 

693 

Cave of Thackus, Cave of Oblivion 1,5,7 

Bastard Sword, Lamellar 

Mithril Golem 

100,000 

N/A 

450,000 

150,000 

105,000 

Jotunheim Palace 

Vegetable Seed, Foxglove 

Monstrous Clowfly 

7,000 

Darkness 

6,600 

3,300 

2,310 

Black Dream Tower, Cave of Thackus, 
Cave of Oblivion 1, 3,5, 6, 7, 8 

Normalize, Sap Guard 

; Monstrous Vermin 

10,200 

. fljflSw 

7,600 

3,800 

2,660 

Celestial Castle, Cave of Oblivion 2,4,7,8 

Feather, Iron Ore 

Monstrous Viper 

900 

N/A 

300 

150 

— 

Dragoncastle Caverns, Cave of Oblivion 7 

Broken Blade, Aconite 

Necromancer 

1,000 

Mage 

1,800 

600 

420 

Gorhia Cult HQ, Oddrock Caves, 

Cave of Oblivion 1, 3 

Icicle Edge, Stone Torch 

Necrophidius 

3,600 

N/A 

— 

- 

630 

Clockwork Mansion, 

Cave of Oblivion 1 

Beast's Fangs, Bastard Sword 

1 Necrophiliac 

6,000 

Poison, Mage 

6,000 

2,000 

1,400 

Arkdain Ruins, Citadel of Flame, 

Cave of Oblivion 1 

Mystic Cross, Lightning Boit i 

Noble Vampire 

10,500 

N/A 

27,000 

9,000 

- 

Gorhia Cult HQ 

Citrine 

Orbitous Dragon 

10,000 

Holy, Dragon 

— 

— 

10,920 

Cave of Oblivion 4 

Aconite, Mithril Ore 

Phantom Lord 

45,000 

Holy 

— 

32,000 

22,400 

Asgard Hill 

N/A 

Pongo 

1,000 

Beast 

525 

175 

122 

Artolian Mountain Ruins, 

Cave of Oblivion 2 

Normalize, Fire Lance 

Pongo Robustus 

2,300 

Darkness, Beast 

1,200 

400 

280 

Nethov Swamp, Salerno Academy, 
Cave of Oblivion 2, 5 

Short Spear, Long Bow 

Ram Guardian 

25,600 

Dragon 


13,000 

9,100 

Brahms Castle, 

Tombs of Amenti, 

Asgard Hill, Cave of Oblivion 7 

Ebony Powder, Vegetable Seed 

Ramapithicus 

4,000 

Beast 

— 

3,800 

2,660 

Solde Catacombs 

Mandrake 

i Raver Lord 

16,000 

N/A 

'60,000 

'20,000 

14,000 

Arkdain Ruins 

TorneolAlttm 

Red Lobster 

20,000 

Holy, Poison 

- 

- 

2,100 

Sunken Shrine 

Fresh Meat, Ghoul Powder 
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Name 

HP 

Weakness** 

Easy* 

Normal* 

Hard* 

Appearance 

Items Dropped 

Rib Forager 

6,800 

N/A 

3,300 

1,100 

770 

Arkdain Ruins, Citadel of Flame, 
Cave of Oblivion 1, 3 

Estoc, Footman's Axe 

Ridkuler 

18,700 

Mage 

— 

— 

2,800 

Arianrod Labyrinth 

N/A 

Roper 

17,200 

Holy, Poison 

— 

— 

1,120 

Sunken Shrine 

Broken Spear, Foxglove 

Silver Golem 

80,000 

Ice, Lightning 

— 

— 

35,000 

Arianrod Labyrinth 

Frigid Damsel, Poison Blow 

StvapMiectts 

42,000 

Ice, Beast 

150,000 

50,000 

35,000 

Forest of 

N/A 

Spectator 

24,600 

Ice 

— 

6,600 

4,620 

Arianrod Labyrinth, 

Cave of Oblivion 1,2, 3,5, 6 

Neckless Doll, Savory 

Stealer Robin 

9,000 

Flying 

7,500 

2,500 

1,750 

Tombs of Amend, 

Cave of Oblivion 2, 3,5, 6, 7 

Feather, Raptor's Claw 

Succubus 

2,000 

Holy, Demon 

— 

500 

350 

Brahms Castle 

Heal, Dampen Magic 

Surt 

300,000 

N/A 

0 

0 

0 

Jotunheim Palace 

N/A 

Thaumaturgist 

2,200 

Poison, Mage 

2,400 

800 

560 

Gorhia Cult HQ, 

Cave of Oblivion 3, 6 

Shadow Servant 

Two-Sword Fencer 

13,600 

Dragon 

— 

4,000 

2,800 

Cave of Oblivion 4 

Silver Chain, Fine Halberd 

Undead Carcass 

4,600 

Beast 

— 

— 

427 

Dark Tower of Xervah 

Raw Meat, Mandrake 

Undead Slave 

19,000 

Holy 

— 

- 

'1,680 

Tombs of Amend, 

Cave of Oblivion 7 

Icicle Edge, Guard Reinforce 

Vamfdre Lord 

S,000 

N/A 

— 

600 

420 

Brahms Castle 

Invoke Feather, Shadow Servant 

Vanir (Vack) 

22,000 

N/A 

18,000 

6,000 

4,200 

Jotunheim Palace 

Sap Guard, Sap Power 

Vanir (Blue, A) 

14,000 

Poison 

18,000 

6,000 

4,200 

Jotunheim Palace, Asgard Hill 

Guard Reinforce, Might Reinforce 

Vanir (Blue, B) 

22,000 

N/A 

— 

11,000 

7,700 

Asqard Hill 

Shield Critical, SpeB Reinforce 

Vanir (Dark Yellow) 

22,000 

N/A 

18,000 

6,000 

4,200 

Jotunheim Palace 

Dampen Magic, Reflect Sorcery 

Venomous Spider (Blue) 

30,000 

Holy 

1,500 

500 

350 

Forest of Spirits 

Long Sword, Chainmail 

Venomous Spider (Yellow) 

1,500 

Ice 

840 

280 

196 

Dragoncastle Caverns, 

Cave of Oblivion 1, 5, 7 

Long Sword, Chainmail 

Vermin 

530 

Flying 

1,950 

650 

455 

Nediov Swamp, Salerno Academy, 
Cave of Oblivion 1,2, 3,5, 6 

Feather, Beast's Fangs 

Victory 

10,000 

Lightning 

4,800 

1,600 

1,120 

Lost City of Dipan, 

Cave of Oblivion 1, 2, 7 

Flamberg, Full Plate 

Viscous Clod 

8,049 

N/A 

7,500 

2,500 

1,750 

Forest of Spirits 

Composite Bow, Full Plate 

Wlll-O'-Wisp 

6,500 

Darkness 

1,600 

800 

— 

Gorhia Cult HQ 

Mystic Cross, Lightning Bolt 

Wise Sorcerer (Black) 

10,000 

Poison, Mage 

15,000 

5,000 

3,500 

j^nheim Palace 

Sap Guard, Sap Power 

Wise Sorcerer (Blue) 

5,600 

Poison, Mage 

5,400 

1,800 

1,260 

Lost City of Dipan, 

Cave of Oblivion 2, 7 

Shield Critical, Dark Savior 

Wise Sorcerer (Dark Green) 

10,000 

Poison, Mage 

9,600 

3,200 

2,240 

Tombs of Amend, 

Cave of Oblivion 1, 2, 6, 7 

Guard Reinforce, Frigid Damsefi 

Wise Sorcerer (Dark Yellow) 

4,400 

Poison, Mage 

5,250 

1,750 

1,225 

Tower of Lezard Valeth, 

Cave of Oblivion 2, 6, 7 

Invoke Feather, Stone Torch 

Wise Sorcerer (Green) 

12,500 

Mage 

45,000 

15,000 

10,500 

Black Dream Tower 

Holy Relic 

Walther 

30,000 

N/A 

120,000 

40,000 

28,000 

Lost City of Dipan 

Fairy Ring 

Wraith 

100,000 

N/A 

— 

— 

70,000 

Sunken Shrine 

Magic Charm 

Wraith Lord 

65,000 

Holy 

- 

- 

70,000 

Arianrod Labyrinth 

Frigid Damsel, Poison Blow 



















































The following table contains information about all of the monsters and enemy units found within the bonus dungeon, the Seraphic Gate. 


Name 

HP 

Weakness** Easv* 

Normal* 

Hard* 

Appearance 

Items Dropped 

%ss ‘ ^ 

'’^Jds,ooo 






Accused One 

380,000 

Dragon 

240,000 

80,000 

56,000 

Section 2 

Lapis Lazuli 

Ancient Golem 

120,000 

N/A 

180,000 

60,000 

42,000 

Section 4 

Mage Slayer, Raven Slayer 

Anemone 

42,600 

N/A 

33,000 

11,000 

7,700 

Section 4 

Demon Slayer, Beast Slayer 

Brahms 

172,000 

N/A 

— 

— 

210,000 

Section 2 

Razor Shaft 

Bream Giant 

18,400 

Poison, Holy 

3,600 

1,200 

840 

Section 4 

Normalize, Mystic Cross 

Brutal Gaze 

54,900 

N/A 

93,000 

31,000 

21,700 

Section 3,4 

Wand of Exchange, Lapis Lazuli 

Carnage Beast 

652,000 

Fire 

540,000 

180,000 

126,000 

Section 1 

Demon Sword "Nefarious" 

Dark Valkyrie 

440,000 

N/A 

600,000 

200,000 

140,000 

Section 1 

Glance Reviver 

Demon ‘'Zorkreyl" 

299,900 

Evil 

240,000 

80,000 

56,000 

Section 2 

Lapis Lazuli 

Disaster Eye 

500,000 

N/A 

600,000 

200,000 

140,000 

Section 1 

Lapis Lazuli 

Dragon Tyrant 

950,000 

N/A 

450,000 

150,000 

105,000 

Section 2 

Lapis Lazuli 

Fire Elemental 

52,000 

Ice 

75,000 

25,000 

17,500 

Section 4 

Spell Reinforce, Sap Guard 

Freya 

300,000 

N/A 

— 

— 

0 

Section 2 

N/A 

Gabriel Celeste 

800,000 

N/A 

900,000 

300,000 

210,000 

Section 2 

N/A 

Giant Lord 

750,000 

N/A 

900,000 

300,000 

210,000 

Section 1 

Wand "Mystic Sage," Holy 

Wand of Telos 

Gill-Man Leader 

30,000 

Lightning 

15,000 

5,000 

3,500 

Section 4 

N/A 

Hamster 

400,000 

N/A 

3,702 

1,234 

863 

Section 1 

Wand "Mystic Sage ," Dainslef 

Hell Gaze 

20,000 

N/A 

— 

— 

21,700 

Section 3 

Shield Critical, Reflect Sorcery 

Iseria Queen 

2,300,000 

N/A 

3,000,000 

1,000,000 

700,000 

Section 1 

N/A 

King Kraken 

64,000 

N/A 

120,000 

40,000 

28,000 

Section 3 

Dragoon Faith 

Larvae 

282,600 

N/A 

60,000 

20,000 

14,000 

Section 2 

N/A 

Lesser Vampire 

22,600 

N/A 

10,800 

3,600 

2,520 

Section 4 

Beast's Fangs, Burgundy Flask 

Lezard Valeth 

100,000 

N/A 

— 

— 

140,000 

Section 3 

Glance Reviver 

Lich 

546,000 

N/A 

390,000 

130,000 

91,000 

Section 1 

Eternal Garb 

Loki Shade 

752,000 

N/A 

600,000 

200,000 

140,000 

Section 1 

Ethereal Divide 

Lycurgus 

188,000 

Poison, Mage 

105,000 

35,000 

24,500 

Section 2 

N/A 

Misery Seeker 

47,700 

N/A 

24,000 

8,000 

5,600 

Section 3 

N/A 

Mummy 

45,600 

Fire 

28,500 

9,500 

6,650 

Section 3 

N/A 

Necro Centipede 

41,600 

Poison 

30,000 

10,000 

7,000 

Section 2, 3 

N/A 

Setkhefre 

500,000 

N/A 

450,000 

150,000 

105,000 

Section 1 

Noble Elixir, Noble Banish 

Unburied Dead 

21,600 

N/A 

15,000 

5,000 

3,500 

Section 4 

N/A 

Unholy Terror 

62,000 

N/A 

204,000 

68,000 

47,600 

Section 3 

Dimension Slip, Lapis Lazuli 

Unliving Viper 

52,300 

Holy 

22,800 

7,600 

5,320 

Section 3 

N/A 

Vanir 

22,000 

N/A 

18,000 

6,000 

4,200 

Section 1 

Dampen Magic, Reflect Sorcery 

Venom 

100,000 

Dragon 

192,000 

64,000 

44,800 

Section 3 

N/A 

Wise Sorcerer 

260,000 

Poison, Mage 

156,000 

szooo 

35,400 

Section 2 

N/A 


*The figures in the columns marked Easy, Normal, and Hard are the experience points earned for defeating an enemy. j | 

**The following weakness corresponds to a certain weapon: [ 

Beast: Beast Slayer 
Demon: Deamon Slayer 
Dragon: Dragon Slayer 
Flying: Raven Slayer 
Mage: Mage Slayer 
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The Skill System 


If you’ve ever played Star Ocean: The Second Story or any 
of tri-Ace’s other games, you’ll understand the 
importance of skills in the scope of this game. Skills in 
Valkyrie Profile are divided into four categories and bless 
your characters with special abilities, augmented attacks, 
or just maximized stats. In addition to their benefits in 
dungeons and in battle, these skills are tested and graded 
once your characters are sent on to Valhalla to serve w'ith 
Odin’s armies. Don’t take this system lightly: increase your 
characters’ skills with ever>' level increase. 



Transmutation: A notation of (CJ) after an item 
name refers to the Transmutation Item you need to 
perform the change. 

S: Swordsman—skills specific to Swordsmen only. 

A: Archer—skills specific to Archers only. 

M: Mage—skills specific to Mage/Sorcerers oniy. 


'Reaction Skills J 

Your character performs the following skills automatically when attacked. Most of these skills are restorative, allowing the character to 
heal and/or cure other party members or revive themselves. Mage-specific skills are more defensive, allowing these characters to dodge 
attacks and punish attackers. Each character may equip two such skills in the Setup menu. 


Skill Name 

Where Found 

Transmutation 

Effects 

S 

A 

M 

First Aid 

Default Skill 


15% chance of restoring another party member's DMB after 
injury. The amount restored = Max DMB x Skill LV x 3%. 

A good skill to use at beginning of game. 

X 

X 

X 

Auto item 

Black Dream Tower, 

Xervah, Sacred Phase 3-4 

Cure Condition 

Character uses items automatically, depending on an item's 
preset conditions. Press ■ in the Skill Setup window to set 
usage priorities for each item. Percentage points = Skill LV x 40%. 
This skill is a must in game's later stages! 

X 

X 

X 

Throw 

Castle of Brahms, 

Sacred Phase 2-3 

Splash 

Bnables character to hurl a magic blades at enemy. Accuracy 
is only fair, but this skill can be instrumental in crushing an 
enemy's guard. These hits are added to your Hit Number. 

X 



Cure Condition 

Nethov 

Auto Item 

Bnables character to cure status abnormalities. 

Curable states increase with skill level (percentage of success 
shown in parentheses): LV1 = Poison (30%); LV3 = Freeze 
(30%); LV4 = Paralyze (30%); LV5 = Silence (40%); 

LV6 = Curse (40%); LV8 = Stone (40%) 

X 

X 

X 

Cuts 

Corhia, Clockwork Mansion 

Avoid 

Bnables characters to revive themselves from death automatically. 
Chances of success increase with skill level. At Skill Level 1, 
chance of success = 40%. Beyond that, this formula applies: 

Skill LVx5 + 40%. This skill is a must! 

X 

X X 

Adept Illusion 

Corhia, Clockwork Mansion 

Dancing Sword 

Bnables character to create an Illusion to dodge an attack. 
Percentage of success = Skill LV x 5%. 

— 

— 

X 

Dancing Sword 

Black Dream Tower, 

Tower of LV 

Adept Illusion 

If the character avoids or blocks an attack, two swords 
appear and counterattack. Percentage of success = Skill LVx 7%. 

— 

— 

X 

Last Trial 


Triple Distress (CJ), 

Lapis Lazuli (CJ) 

When struck down, character curses opponent, causing 
opponent to receive damage equal to 10% of current 

DMB and chance of Stone or Paralyze. Percentage of 
success = Skill LV X 10%. 



X 



















Support skills increase the user’s abilit>- to attack, usually by increasing the number of attacks or the effects of those attacks, or by 
enabling the user to attack more quickly. The type of support a character receives is based on character class. Each character can equip 
one skill in the Setup menu. 


Skill Name Where Found Transmutation Effects SAM 


j Splash 

Black Dream Tower, 

Tower ofL\L Sacred Phase 2-3 

Throw 

Generates extra Shock Waves, damaging opponent. X 

§SbSiBdo not contribute to Hit Number^ 

- 

- I 

1 Reverie 


Dark (Q) 

While attacking, character is shadowed by a double that ^ X 

inflicts 30% of character's usual damage. It disappears when 
it receives a certain amount of damage. Double reappears 
in next battie. 



Combo Counter 

Castle of Brahms 

Slanting Rain 

Ailows character to counterattack using number of attacks X 

available during normal attack: i.e., if character's weapon 
allows three attacks, character may counter using those 
three attacks. 

X 


Noise Arrow 

Black Dream Tower, Xervah 

Resist Magic (CJ) 

Seals off enemy ability to cast magic for 2 turns (has no — 

effect on Big Magic attacks). Percentage of success = Skili LV x 5%. 

X 

— 

Triple Distress 

Dipan 

Resist Damage (Cj) 

Reduces enemy abiiity to avoid, defend, and counterattack — 
for one turn. of success = Skili LV x S%. 

X 

— 

[Steal Magic 

— 

Stun Magic (CJ) 

Caster absorbs DME of foes defeated by magic attack. — 

Amount of DME absorbed = enemy's Max DME x Skill LV x 2%. 

— 

X 

Stun Magic 

Arkdain 

Steal Magic (CJ) 

Adds Faint to a successful magic attack. — 

Percentage of success = Skill LVx 2%. 

— 

X 

Concentration 

Dipan, Celestiai Castle, 

Sacred Phases 4-5 


When caster uses Big Magic, the amount of CT accumuiated — 
will be the same as that of normal magic by consuming DME. 
DME subtracted = Max DME x 70% - Skili LV x 5%. 


X 


Attack Skills 


Attack skills resemble Support skills, but they come into play when a character actually attacks an opponent. Swordsman-specific skills 
tend to increase attack strength or make it easier for the user to land an attack. Archer-specific skills allow the user to attack a group of 
enemies at once or simply weaken an enemy’s guard. Mage Attack skills enable the spellcaster to attack while recharging or restoring 
CT immediately. Each character may equip one such skill in the Setup menu. 


Skill Name 

Where Found 

Transmutation 

Effects 

S 

A 

M 

Scarlet Edge 

Jotunheim 

Strike Edge, Quartz Gem (CJ) Adds ability to knock down opponent to user's normal attack. 

costs 5% of user's Max DME. To use, press Character button repeakdly- 

X 

— 

— 

Charge 

Nethov, Sunken Shrine 

Scarlet Edge (CJ) 

Fires blast damaging equivalent of 1.S x user's Attack Power. 

Costs S% of user's Max DME. To use, press Character button repeatedly. 

X 

— 

— 

Strike Edge 

Thackus 

Charge 

Gives user 50% chance of causing Faint. Costs 5% of user's 

Max DME. To use, press Character button repeatedly. 

X 

— 

— 

Dark 

Arkdain, Sunken Shrine 

Reverie (CJ) 

Enables user to attack from behind. Reduces enemy's Perfect. 
Guard by 50%. To use, press left directional button before attacking 

X 

— 

— 

Trick Step 

Oddrock Caves 

Wait Reaction 

When attacking, user steps back so opponents may counterattack X 
and faii, iowering their guard. Effect increases with counterattack 
frequency. To use, press left directional button before attacking. 



Slanting Rain 

Oddrock Caves, Salerno 

Combo Counter 

Attacks all enemies with an arrow attack, but user loses combo 
attacks. To use, press Character button, then left directional button. 

— 

X 

— 

Darkness Arrow 

Arkdain, Amend, 

Sacred Phase 3-4 

False Arrow (CJ) 

Utilizes an arrow attack that reduces enemy evasion by 50% 
for 2 turns. User may no longer perform Combo Attacks. To use, 
press Character button, then left directional button. 


X 


False Arrow 


Darkness Arrow (CJ), 
Bewitching Statue (CJ) 

Fires 3 arrows to make enemy put up guard. Enemy hit can't 
guard during next round. To use, press Character button, 
then left directional button. 


X 


Mental Reaction 

Jotunheim 

Concentration (CJ) 

User exchanges DME to make CT 0. DME used = Max 

DME X (50% - Skill LVx 5%). To use, press Character button. 

— 

— 

X 

Wait Reaction 

Nethov, Sacred Phases 1-2 

Noise Arrow 

Character attacks with his or her particular familiar 
during Charge Turn(s). Familiar's attack strength equals 

Skill LV X 100; its attack can't be guarded against. 



X 


I 
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use a character in your battle part>-, building up that characters Status Skills increases his or her stats, for a stronger, faster, smarter, 
and more durable character. (See tlie relevant ''Fip,) When preparing to Transfer characters to Valhalla, concentrate on maxing out their 
Status Skills to increase their Hero Values. Remember, Einherjar are evaluated largely onihe strength of their Support Skills, so level 
up all Status Skills to Level 4 or higher. 


! 

^ TIP 

If you feel uncertain about which skills to learn first, you'll find our Skill-Learning Strategies helpful. First, decide 
whether you 'll use a character as a battle party member. This choice is easier to make once you reach the game's 
( midpoint, but you must make the choice, regardless. Characters used in battle even briefly need skills others 

( don't. 

Teach such a character the Counter skill first. Next comes Survival (for beefing up a character's DME) and Fight 
(for everything else). In Hard or Normal mode, max out Attack Power (or Magic Power), Avoid, Defense, and Hit. 
Cuts is a must for all members of your battle party, as are First Aid and Auto Item. Dark and Reverie are good 
[ choices for Swordsmen, and Wait Reaction lets your Sorcerer function after casting a spell. Triple Distress is a 
^ good choice for Archers. 

If you don't plan to use a character in battle, max out the skills required for that chapter, and then level up as 
f many other Support Skills as possible to Level 4. This ensures the character favorable evaluations in Valhalla. 




Skill Name 

Where Found 

Transmutation 

Effects 

S 

A 

M 

TooSTcs 

Default Skin 

— 

Raises INT the equivalent of Skill LV x 1. 

X 

X 

X 

Hear Noise 

Default Skill 

— 

Raises ACL the equivalent of Skill LVx 1. 

X 

X 

X 

Find Trap 

Default Skill 

— 

— 

X 

X 

X 

Survival 

Default Skill 

— 

Increases character's Max DME the equivalent of Skill LV x 200. 

X 

X 

X 

Identify 

Default Skill 

— 

— 

X 

X 

X 

Leadership 

Default Skill 

— 

— 

X 

X 

X 

Fight 

Default Skill 

— 

Raises STR, INT, ACL, and DEX the equivalent of Skill LV x 2. 

X 

X 

X 

Trick 

Default Skill 

— 

Raises INT the equivalent of Skill LV x 2. 

X 

X 

X 

March 

Default Skill 

— 

Raises INT the equivalent of Skill LV x 1. 

X 

X 

X 

Formation 

Default Skill 

— 

Raises INT the equivalent of Skill LV x 1. 

X 

X 

X 

Attack Power 

Solde Catacombs 

Defend 

Raises STR the equivalent of Skill LV x 30. 

X 

X 

_ 

Defend 

Oddrock Caves 

Attack Power 

Raises RDM the equivalent of Skill LVx 10 

X 

X 

X 

Avoid 

Solde Catacombs 

Cuts 

Raises ACL, the equivalent of Skill LV x 3. 

X 

X 

X 

Hit 

Black Dream Tower, Xervah 

Magic Power 

Raises DEX the equivalent of Skill LV x 3 

X 

X 

_ 

Resist Damage 

Arkdain; Sacred Phase 4-5 

Last Trial (CJ) 

Raises RDM the equivalent of Skill LV x 20 

X 

X 

X 

Magic Power 

Solde Catacombs 

Hit, Mental Reaction (CJ) 

Raises INT the equivalent of Skill LV x 30. 

_ 

— 

X 

Resist Magk 

Arkdain; Amenti 

— 

Raises RST the equivalent of Skill LV x 5. 

~Y~ 

~T~ 

X 

Monster Int. 

Default Skill 

— 

— 

X 

X 

X 

Undead Int. 

Default Skill 

— 

— 

X 

X 

X 

Demon Int. 

Default Skill 

— 

— 

X 

X 

X 

Counter 

Default Skill 


When the character evades an attack, a tiny dagger icon 
will appear over his or her head, indicating you may 
counterattack by presdng the Character button. 

X 

X 
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es ore for kids, 
ore for warriors 


Dragon Warrior' is back! One of the all-time best selling game 
sejtie® r^urrjs in an atl-new edition for Game Boy® Color. Dragon 
Vy^rior I & It thrusts you into a world of thrilling action. And with two 
FTPG games crammed into one Game Pak, it’s the 
ultimate vi^iTtor epic. 

The adventures begin as you explore the land of Alefgard, 
corjquering monsters and collecting treasures as you try to defeat the 
evil'DracoLord. Succeed, you will then gather the descendents of 
Loto and face the wicked Hargon who awaits in Dragon Warrior II. 

These incredible journeys begin with a trip to your local game 
store, but where they end is up to you. 
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INCLUDES: 

Comprehensive bestiary 

Detailed maps and strategies 
for all dungeons 

Side quests and bonus items 

All game pattern and 
difficulty level information 

Valkyrie Profile is a trademark and Enix is a registered 
trademark of Enix Corporation. © 2000 tri-Ace 
Inc./PRODUCTION I.G./Actas Inc./Enix. All Rights Reserved. 

e 

ENkX. 

The Prima Logo and Prima Publishing @ are Registered 
Trademarks of Prima Communications, Inc. 


U.S. $14.99 Can. $17.95 U.K. £9.99 


Electronic Entertainment 
Platform: PlayStation® game console 


iL Fight 

iGARD! f 


STRATEGIES FOR: , 

Defeating every boss 

Sending the best warriors 
to Valhalla 

u 

Recruiting all of the Einherjar 
M Uncovering the Seraphic Gate 


























































































